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©1994 Nintendo of America Inc. Super Game Boy and Donkey Kong are trademarks of Nintendo of America Inc. 
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PAGE 18 Hotline 
Atari makes deal with Sega ... Scottie Pippen 
records soundtrack ... Biz deals ... Street 

Fighter movie ... Industry spotlight ... Stocks... 


DEPARTMERTS 








PAGE 10 Power On! 
Tackling the standardization of software issue. 
PAGE 12 Feedback 
Keeping the reviews unbiased and honest. 
PAGE 16 Cyberwatch 
CD game Myst expanding format for success. 
PAGE 38 Game Doctor 
Screen savers! Are they really a necessity? 
PAGE 142 Test Lab 
Putting the Packard Bell Spectria to the test. 
PAGE 146 The Net 
Exploring Kesmai’s on-line game offerings. 
PAGE 202 The Heimlich Maneuver 
What makes an excellent game like Doom II? 
PAGE 204 Deals 
Sega and Atari settle a long-standing lawsuit. 
PAGE 209 The Kunkel Report 


Uncensored truth about illegal game copying. 


PAGE 42 The Systems Dilemma 
EG’s annual game system analysis featuring 
video consoles, multimedia and peripherals. 
PAGE 72 The Netizens 
The personal guide to the network revolution. 


PAGE 108 Interactive Shopping Guide 


Interactive products galore for under the tree. 


PAGE 120 The EG Sports Guide 
Buying sports games for that special gamer. 
PAGE 128 CDs Take Flight 
Reviewing standouts in the flight sim world. 
PAGE 132 Heretic 
A new PC game featuring the Doom engine. 
PAGE 134 The S.A.6.E. Engine 
The new real-time graphics system revealed. 
PAGE 138 In The Works 


EG gives you a peek at forthcoming releases. 





PAGE 150 Cartridge 
RP gamers take note, Final Fantasy III is 
finally here and is looking better than ever. 


PAGE 168 Disk 
The classic Loadrunner’s triumphant return. 
PAGE 180 CD-ROM 
AD&D Slayer is ready to invade your 3DO. 
PAGE 196 Edutainment 
Review of America’s Civil War and more. 
PAGE 200 In Print 


How Virtuality Works and Network Games. 
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NOW IT TAKES LESS THAN EVER TO LOSE YOUR MIND 


According to experts, Flashback may be the best action/adventure : through 7 levels of aliens, robot cops, replicants and traps. Flashback 





features the most lifelike animation ever created for a video game. In 
fact, it’s so good, the only way to improve it was to lower the price. 


game ever. You discover an alien conspiracy, so they capture you and 
erase your memory. Now, you must retrieve your memory and battle 


Wife cc ccccccce 


Genesis version. 
Also available for Super Nintendo Entertainment System? Prices may vary by format and retail outlet. 


Flashback - The Quest for Identity ©1993 Delphine Software and U.S. Gold Inc. All rights reserved. Sega and Genesis are trademarks of Sega Enterprises, Ltd. Nintendo, Super Nintendo Entertainment System 
and the Official seals are registered trademarks of Nintendo of America, Inc.©1991 Nintendo of America, Inc. 
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Whether the FDA approves or not, your eating habits are 
about to change. Meet (FR, A™ your tongue -snapping, 
smart-@ASS alter ego. With this $ Ecko’s gravity 
defying @©F1p and thrashing tail, you'll prowl 

a twisted world of TV-villains ana B-movie 
scoundrels, hurling Wicked one-liners 
and fireballs. It's one brain-frying, TV-land trip, 
where dining out means crunchy dragonflies, juicy 
grasshoppers, tasty fleas ana caterpillars. 
Not exactly the colonel’s snack’n pak, but 
lip-smackin’ good, just the same. Without these 

alr Nan 
skank SY nuggets o'bug guts to munch for power, 
you’re roadkill, baby. Oh, you’ll bust a few 
of Miss Manners!’ rules in 
this 42-bit battle. But hey, 
only WUSS1e5 
worry about good taste, 


right? 








Dana Gould, hyperactive star of his own 
HBO¥ cable comedy special, lends tons 
of digitized voice and attitude to GEX. 











3D gecko action, 450 frames of GEX animation, 
hand-rendered backgrounds and CD-quality 


sound boost realism to eye-popping proportions. 





Each world inspired by either Kung Foo, Shmuck 
Rogers, that Indiana dude, Boris Carloff, ae 
Royer Rabbit. (Legal weasels require we be vague.) 





Call 1- 900-737-4767 85¢/min. 18 o: oldez touch-tone vhone only to heaz 


Dana Gould's hilarious GEX routines. Yeah, it'll cost you a little, but you'll cough uv a lung 
as he sends you reeling with side-svlitting laughter lie only a guy who OD'd on 70's TV can. 


CURA? SS LZANIL 
DYNAMICS 


Crystal Dynamics and GEX are trademarks of Crystal Dynamics Inc. 3DO, the 3DO logos and Interactive Multiplayer are trademarks of The 3DO Company. ©1994 Crystal Dynamics Inc. All rights reserved. 
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On, THAT STANDARDIZATION SCAME 


It isn’t all a bed of roses for early adopters. These 
are the people, sometimes including editors of electron- 
ic gaming magazines, who embrace new inventions 
before the general public accepts them. 

Laying hands on something totally innovative before 
it becomes commonplace excites early adopters. Only 
they, among consumers, enjoy the thrill of unexplored 
technology. 

Early adopters are the shock troops of consumerism. 
They wrestle with still-rough manuals, poor service and 
subtle glitches. Their problems guide manufacturers in 
fine tuning stuff for the rest of us. 

Computers are an everyday fact of life, omnipresent 
in our society. Yet home computer entertainment is 
still a novelty to the average American. We who enjoy 
CD-ROM and floppy software are still, in a sense, part 
of the vanguard. A sale of 
250,000 still means a 
mega-hit in entertainment 
software, and even 
CD-ROM titles like 
Rebel Assault 
(LucasArts) pose no 
immediate challenge to 
the sales totals of Mortal 
Kombat II (Acclaim). 

The mass market is 
coming, make no mis- 
take. Modems and multi- 
media guarantee that. 
Look for multimedia 
entertainment titles to 
start selling cartridge 
magnitude numbers in the next 12 months. It’s that 
close to busting loose. 

Meanwhile, we’re all early adopters riding the range 
on the digital frontier. The frontier is always dangerous. 
Existence on the cutting edge of interactive electronics 
isn’t exactly a life-and-death proposition, except when 
the PC crashes during your Doom II session. It sure 
gets frustrating and annoying a lot, though. 

My biggest complaint is that someone has ripped out 
the dictionary page with the definition of user-friendly. 
Many claim commitment to this principle, but most 
computer companies honor it only in the breach. Some 
publishers show no ability or inclination to look 
beyond the software itself to the end-users’ needs. 

Right now, the biggest problem may be standardiza- 
tion. The bad news starts with the hardware. Allegedly, 
over 80 percent of the home systems share the same 
computer architecture. That was a huge selling point 
for MS-DOS; it promised standardization. 

A great man once wrote, “Believe half of what you 
see and none of what you read.” That cynical statement 





applies too well to computing for my comfort. Too 
much hardware and software is sold with illusory 
claims of standardization. 

Hewlett-Packard and IBM PCs, for instance, have so 
many differences that coding a program to execute on 
both is never taken for granted. Quality assurance 
houses maintain as many as 40 computer systems to 
test each piece of software’s operation on supposedly 
compatible configurations. 

Some look to the Power PC for greater standardiza- 
tion. I’m not so sure. The PC side of my Power 
Macintosh isn’t good for much compared to the 486 at 
my elbow. 

Hardware standardization problems come visible in 
software. CD-ROM seems to promise mainstreamers 
boot-and-play simplicity. Too frequently, the promise is 
an empty one. 

What is a reasonable 
expectation when you 
buy a new piece of soft- 
ware? Unless the carton 
and documentation say 
otherwise, a basic 
assumption is that you 
can put the disk in a drive 
and get an interactive 
electronic experience. 

Mostly, you can count 
on that. Auto-install, rou- 
tines that check the video 
and sound cards without 
outside input, and other 
utilities are the essence of 
user-friendliness—and a requirement for mass-market 
penetration. 

Yet there are still too many exceptions. Typing in 
VESA drivers, modifying the config.sys and all the 
other little techie tricks are a detriment to enjoyment 
and a barrier to further acceptance. 

The 10 million or so who’ll swell the ranks of multi- 
media computerists in the next year deserve and 
demand better treatment than this. Standardization must 
become a reality, not just a promise. 

The editors of Electronic Games won’t pass over 
standardization and compatibility issues with a bland 
smile. What’s important is not how well a product per- 
forms at the publisher’s introductory press event, but 
how well it works on your machine. Products that don’t 
live up to standardization claims or contain all needed 
elements are no longer acceptable in today’s market. 
It’s time to live up to the speeches and position papers 
and bring true standardization to electronic gaming. 


by Arnie Katz 


Are you frustrated with your joystick cause it’s just not meeting the demands of your favorite PC games? Does it lack that extra thrust 
you need to overtake the enemy? Is it missing that pinpoint accuracy and superior control? Well, don’t get mad. Get LETHAL! 


The Lethal Series by QuickShot is a new line of quality game controllers for the IBM and compatible PC. With features like built-in 
throttle control, positive response fire buttons, and high-speed turbo-fire capability, the Lethal Series will meet your need for speed, 
accuracy, and control. So experience the difference with the Lethal Series. * Shown above: QS201 Super Warrior (left) and QS203 Avenger (right ) * 





12 ~‘Flectronic Games 





With new systems coming out every day, and just as 
quickly becoming dated and obsolete, why won’t sys- 
tem makers decide on a universal system format stan- 
dard? Buying new hardware every time there is a slight 
jump in technology is getting downright expensive for 
those of us who don’t have the bucks to throw away. 
Any investment in older formats and software is imme- 
diately wasted, as most of the time the new format is 
totally incompatible with the older hardware or soft- 
ware. The NES and SNES are excellent examples of 
this. 

Like today’s PCs, such a universal system would be 
upgradeable to new technology, not disposable. Like 
video and soundboards available for PCs, this system 
would use such upgrades in a cartridge format. Now, 
when there’s an advancement in technology, all one 
would have to do is replace or add on another car- 
tridge. As for downward compatibility with systems 
that were made before it, interchangeable adapter mod- 
ules for popular older formats would be available for it. 
Now, wouldn’t a system like this make more sense 
overall, instead of just continually producing technical- 
ly limited throwaway formats? 

The best benefit to this type of system would be that 
there would only be one software format. No longer 
would you have to buy multiple systems just so you 
could play games that you like that are only available 
exclusively on certain systems. Just think—a system 
that would let you play both Super Mario World and 
Sonic the Hedgehog 3! 

From one gamer to the industry, let’s consider 
producing such a system. 

James Catalano 
Chicago, IL 


James, you idealist, you! 

Why does ABC put Lois & Clark up against NBC's 
seaQuest DSV and CBS’ Murder She Wrote, and why 
does FOX put The Simpsons and Hardball in that same 
hour? This creates a genuine conflict for some viewers. 
Why don't all the networks get together and agree to 
divide the time up with non-competitive type shows 
across from each other so there would be no viewer 
conflicts? Well, for one thing, who would advertise on 
the alternate shows? 

Sure, it would certainly make things simpler for us 
all to have one format/platform/system standard—just 
as it would be simpler to have a one-party government, 
which has its own drawbacks, as anyone who's lived 
under one could tell you. With a standard set early 
enough, we'd have been stuck with a Nintendo format 
of some sort, or possibly even an Atari format, licensed 
out to everyone who wanted to produce and sell video 
games. Yes, the battle continues to rage among players 





Way Not STANDARDIZE? 


over the SNES and the Genesis, with outspoken parti- 
sans on both sides absolutely convinced their respec- 
tive formats have the edge. But it’s the competition 
between Nintendo and Sega that keeps both of them on 
their toes—as well as those who would introduce their 
own new systems, who believe they have a new and 
better thing to offer. Which would you choose to 
become the standard that would send the other the way 
of the eight-track player and the Beta videocassette? 
There are some folks working on PC-based systems 
that will play both SNES and Genesis games. Of course 





the cost of the overall system would be a lot more than 
that of the two systems themselves. 

In any case, James, you win the STD Controller 
prize this month. Look to hear from them soon. 


Arnie, your editorial in the new Electronic Games 
(Oct. *94) is so right. There are so many people in the 
video game industry who are shockingly ignorant of 
the industry that employs them. One great place to find 
many of these is at video game magazines. 

I write for several publications, and I’ve noticed that 
a lot of the people that run them are completely clue- 
less. One editor admitted to me that, “I don’t even play 
the games, I just really started playing them last year,” 
or something to that effect. What is a person doing 
editing a video game magazine when she’s not even 
familiar with the subject matter? 

Anyway, Electronic Games is the best game maga- 
zine in the U.S. Instead of strictly appealing to 11-year- 
olds, it’s got upscale, educated content. While I may 
not agree with everything said (Way of the Warrior 
gets an A+? Come on, that’s an extremely over-positive 
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ichael Andretti’s Indy Car Challenge will turn you into hell on wheels, 
pias by a pack of fire-belching, supercharged Indy Car racers. You’re 
right in the thick of things with hot Mode-7 
graphics and realistic play control. It’s the m 
awesome tire-smoking, door-blowing fun this s 
slappin’ on a helmet and strappin’ into 2000 pounds of 
rolling thunder. ‘*Whether you're driving solo or 
going head-to-head, this game 
has the action, speed and 


intensity to take you all the way 
demanding road courses and challenging street to victory lane. It’s white 


16 tracks of hot Indy Car action, featuring 
Hold on for the ride of your life in the actual Indy Car track shapes—high-speed ovals, 
one-player mode! 
circuits. Pit-to-car contact with world-class oo ~ knuckle driving all the way.” 
driver Michael Andretti’s actual voice. You 
even get a customizable instant replay so you can relive 
every bone-blasting thrill and 
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the camera angles. Bullet-Proof Software 


8337 cae Avenue N.E., Redmond, WA 98052 


994 Bullet-P, Softwa ed y sed 5 Pi “N ael / Ps under license from Andretti International, Inc 
Bullet-Proof Software is a registered trademark of Bullet- oftwa N st ed trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc 
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grade), it’s a fine publication. Most video game maga- 
zines aren’t really magazines. They are just glorified 
catalogs. Electronic Games has some articles in it, to 
read, unlike most of the competition. Of course, if I see 
another ‘Hollywood meets Gaming’ article, I’m going 
to puke. 

When the new EG started out it had ALS (Awful 
Layout Syndrome) but the new look is really sharp. 
Also, the news section is superb. Most magazines have 
a few sentences on news items that could make an 
entire in-depth article. The features on Park Place, 
Mediavision, etc., were really interesting. It’s what a 
magazine should be doing. 

Oh, yeah, and in response to that article “The Death 
of Arcade Video’ I find it really sickening that arcade 
game manufacturers are whining about people figuring 
out the piles of secrets tossed into each new look-alike 
fighting game, because it causes players to spend less 
time on the game, hence less profits earned. If the only 
reason people play a new arcade game is to find out the 
‘secrets,’ doesn’t that say something about the game 
play? That’s why my standard order of operations when 
I enter an arcade is: |. Play all the new stuff to check 
up on what’s out there. 2. Where’s Discs of Tron at? 

BTW, what happened to the Relics section? I'm an 
avid classic games collector (I’d rather play Tron 
Deadly Discs than Super-Duper-Punching-Guys-In- 
The-Head-Super-Turbo-Hyper-We-Changed- 
Around-The-Colors-And-Called-It-A-Sequel- 
Edition-Part 12.) and I enjoy articles on the history of 
gaming. I'd like to see more of the pre-crash stories 
that you never hear (like, what really happened at the 
Atari landfill in 1984? Or all the good projects 
scrapped by Atari during the splitup in the Tramiel buy- 
out). I know that Santulli knows his stuff, so ’m sure 
he’s up to the task. (Although I do have my reserva- 
tions about what the Digital Press Price Guide may do 
to the collecting hobby.) 

Ralph Barbagalo 
rbarbaga@cs.uml.edu 


We've gotten tremendous response to the Relics col- 
umn, SO you can expect to see it appear more frequently 
in the future. But save those little bags from the airline 
pockets, too, ‘cause you can expect to see plenty about 
about Hollywood-gaming connections in upcoming 


issues as well. 











Well guys, it looks like you might have just saved 
me $65+. In a competing video game publication, 
Earthworm Jim was given extraordinary high ratings. 
One guy gave it a 100 and the other two guys gave it a 
99. The guy that gave it a 100 also gave the music an 
11 out of 10!?! Good video game music might make or 
break my decision about buying a game. And thanks to 
your review, I realize that I might have been disap- 
pointed if I had purchased EWJ expecting outstanding 
music. 

I must admit that the still pictures of the game look 
incredible; but after reading the review (by Bill 
Kunkel), I realized that there is more to this game than 
meets the eye (especially how the first boss must be 
killed...) Maybe I'll rent the game sometime, but for 
now, I will focus my money on better games (i.e., 
Final Fantasy III, Donkey Kong Country). 





Thanks for giving an honest, detailed review (not 


just “this is the greatest thing since sliced bread!”). 


Keep up the good work!!! 
Cap Scott (Scott McCall) 
Elizabeth, PA 


We're pleased you value our reviewer's opinion. As 
Bill indicates, there are a lot of good things about 
Earthworm Jim, but we try not to go over the top on 
good games—or into the gutter on poorer ones. 





I would like to start by saying that you have a great 
magazine that I enjoy on a monthly basis. I am writing 
because of your articles on next-generation platforms. I 
am a 3DO owner and in the past I thought that your 
magazine has shown an unfair negative slant in its 
reviews. Of course, I myself am biased, but I have been 
trying to keep an open mind toward the criticism. Now, 
I know 3DO did not get off to a spectacular start, but 
what system does, especially one with such a high 
price?! It took guts and ambition (mostly just ambition) 
to take a chance on something of such magnitude (like 
aspirations of becoming the next VHS standard aren’t 
high enough!). Now every company looking to “cash 
in” is releasing a multimedia system. Each with 


promises of processing more pixels than the one before. Don’t get me 
wrong, I’m all for the spirit of competition; that’s what made this coun- 
try great, as long as everyone stays away from “guerrilla warfare.” A 
notable example (I know you’re not going to print this), Atari’s claims 
that the Jaguar runs 
at 64-Bits— 
pleeeease! If that is 
not a case of false 
advertising, slap me 
around and call me 
Susan! Let alone the 
fact that the sys- 
tem’s been out six 
months and has only 
four games ... four 
games! It is beyond 
me why these facts 
go unnoticed while 
time is spent bash- 
ing Trip, as he is affectionately called. Now, I know I might sound 
unfriendly, but really, if I am not straight about something, then 
straighten me out. I would greatly appreciate the feedback. I guess only 
time will tell, whether these new systems will make do on their promis- 
es (on time!), and if they don’t, we’ll get to know the whole story this 
time. 





David Eddy 
Henderson, NV 


Well, Susan, we’re not into violence on the whole, so forget the gra- 
tuitous slap, but what’s your problem with Jaguar’s 64-Bit architec- 
ture? Check out Ed Dille’s close-up of the machine which ran in the 
March ‘94 EG, or at least a couple of stories in this issue in which 
you'll find the Jaguar mentioned positively, and the 3DO, too ... Yes, 
the systems have been around a while and were undersupported, each 
from a different viewpoint. But as you say, see what happens this sea- 
son before firming up your prejudices too strongly. We'll be here to 
help you get the whole story. 


Lost Instructions 


It seems that from time to time when I rent a video game the instruc- 
tions aren’t included because some bozo before me lost them. For some 
reason, this only happens with the harder to understand games, too. 
Why don’t the game companies just include the instructions as an extra 
option when you turn the game on? If a few compression routines were 
added to the hardware in some of the newer systems, this would hardly 
use up any room at all. Hell, even without being compressed, these 
on-screen instructions would be short enough to include. 

Reynard Moore 
Duluth, MN 


Yeah, we just bet they “lost” the instructions to those harder games. 
This is a hazard of rentals, but a hassle nonetheless. Though we’ve 
seen games we'd just as soon not add any more text to, your idea’s not 
a bad one. We’ve certainly seen and appreciated some computer games 
with on-line instruction, where the added bytes did not take away from 
game processing space as it would in many of today’s more complex 
carts. Our guess is that cart publishers don’t really think first and fore- 
most of the rental market for their games, however, but would rather 
see their games (complete with instructions) sold across the counter. 

Okay, folks, let’s keep those great letters coming, to: 

Feedback % Electronic Games 

330 South Decatur, Suite 152 

Las Vegas, NV 89107 
E-Mail Address: elecgames @aol.com 





Everything you wanted 
to know about 


MADONNA 


in full color multi-media 


interactive video 


but were afraid to ask. 











Trivial Pursuit* 





aa Which of this : ; videos drew a stern 


Ci es condemnation from the Vatican in 


1989? 


We did more than just i ee There are thousands of 
Jrivial Puisuit 


ask questions, we used en amazing multi-media 
pictures. Movie clips. TV A questions and answers 
footage. Exciting sports @ about just about every- 
moments. And voice thing. So go ahead. Sneak 
recordings. It’s all on a peek at Trivial Pursuit 
Trivial Pursuit” Sega- on CD-ROM. There’s 
CD", PCor MAC CD-ROM. nothing to be afraid of. 














Pursue these other great video games from Parker Brothers too. 


TRIVIAL PURSUIT is a registered trademark of and © Horn Abbot Ltd. CLUE is a registered trademark of and © Waddingtons Games Ltd. RISK and MONOPOLY 
® are registered trademarks of Tonka Corporation © 1994 Parker Brothers, Division of Tonka Corporation. SEGA and SEGA CD are trademarks of SEGA 
Enterprise, LTD. All rights reserved. VIRGIN is a registered trademark of Virgin Enterprise, Ltd. Super NINTENDO is a trademark of Nintendo of America, Inc. 


“The 
income to 


be made if 
Myst 


becomes a 


successful 


movie 
franchise 
like Star 
Wars or 
Star 

Trek is 
practically 
unfath- 


omable.”’ 
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PEOPLE ARE TALKING... 


“T asked Bill White, an executive with Sega of 
America, about the future of the video store and he 
answered me with statistics about the present. 

“Estimates are that video games account for any- 
where between one and one and a half billion dollars in 
revenue for video retailers, which represents anywhere 
from 10 to 20 percent of a video retailer’s total vol- 
ume.” 

—Dennis Michael in Entertainment Retailing 
Industry (9/15/94) 


How Do You Feel About This? 


“Welcome to the world of cybertherapy, where hand- 
held computers act as surrogate therapists and counsel- 
ing is just a push button away. Conceived as a way to 
give patients more treatment for their health-care dol- 
lars, ‘Fear Busters!’—designed for social phobics—as 
well as a myriad of other programs like it are slowly 
changing the world of psychology. 

“Though it'll never replace traditional therapy, com- 
puterized therapy has its advantages, especially when it 
comes to counseling people with problems such as pho- 
bias or obsessive-compulsive disorders. “For starters,’ 
says Dr. James Jefferson, senior scientist at the Dean 
Foundation in Madison, Wisconsin, “the programs are 
standardized so they don’t forget things, and they’re 
great at giving repetitive advice.’ But the biggest bene- 
fit, according to Jefferson, is that “computers can be 
there for patients when their therapists can’t.” 

—Woman’s Day (10/11/94) 

ee 
Mysticism 

“..Myst’s empire may extend well beyond CD- 
ROMs —certainly if book agent Jonathan Lazear has 
anything to do with it. In late August, Lazear parlayed 


MYST THE MOVIE? 
Can Myst transcend its CD-ROM roots? 








the Miller’s [Rand and Robyn, the brothers who creat- 
ed the game] proposal for a series of Myst novels into 
a $1 million contract with Disney’s publishing arm, 


BLUEPRINTS 
Myst could act as an elaborate storyboard. 


Hyperion (it won out after the William Morrow compa- 
ny revoked a $7 million offer that had not been cleared 
with its parent company, the Hearst Corporation). 
Creators Rand and Robyn, says Lazear, have that com- 
modity most sought after in entertainment: the sort of 
franchisable property that plays in multiple formats. 
‘The income to be made if Myst becomes a successful 
movie franchise like Star Wars or Star Trek is practical- 
ly unfathomable.” 

— Entertainment Weekly (10/7/94) 


Is This Any Way to Run An 
Information Railroad? 


“Will cable companies, telcos or the Internet ‘win’ 
the right to become the Information Superhighway? 
While some say the Internet is the clear leader by 
virtue of its worldwide network already linking busi- 
nesses and institutions, others say that the mass-market 
penetration of telcos and cable companies give them 
the edge in providing consumer services to a broad 
audience. Contrary to these notions, the ‘Information 
Superhighway’ may well resemble three separate sets 
of railroad tracks—each a different gauge track— 
[according to] Professor John McQuillan, the renowned 
networking expert and pioneer of the Internet: 
ARPANET in his keynote address to attendees at the 
Information Superhighway Summit.” 

— Business Wire (9/28/94) 
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Hel On Farin is here. 
REJOICE. 


once you Start playing We ‘you ve played. DOOM, 
> 


entertainment, there's no 

game that had the rave 
following quite like DOOM: 

There’s;alsoino game 


| n the annals of computer. 


that’s.quite as breathlessly 
hos uate sequel! 


~ Well, go’ahead and 


a n’some air. Because 


JI: Hell on Earth is 
here! And because it'll be a 
cold day in hell before you 
can breathe easily again 


DOOM Ilf 

This time, you'll wage 
war agaimstthe entire 
forces/of Hell, Bigger, 
nastier, deadiier demons 
and monsters. More 
powerful weapons. More 
mind-blowing explosions 


and more of the bloodiest, 


fiercest, most awesome 
action-packed blastfest 
you've ever experienced! 


stop reading and haul ass 
to the nearest game store 


» now. \f you haven’t, we can 


only say (respectfully, of 
course): Go to hell. 
= | $ 

: ag Y 


4 

ae ; 
ae 
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NETWARE 


Visit your local software retailer 
today, or call 1-800-362-9400. 


DOOM, the DOOM II logo and the DOOM likeness are 

trademarks of id Software. All rights reserved. Developed 

by id Software. Distributed by GT Interactive Software 
1994 GT Interactive Software, All rights reserved. 





THE INSIDER’S GUIDE TO THE ELECTRONIC ENTERTAINMENT INDUSTRY 


Sega-Atari Make A Deal 


The two giant game companies agree to work together after a long- 
standing lawsuit is finally put to rest through a lucrative agreement. 


tari Corporation 

and Sega 

Enterprises Ltd. 

reached a settle- 

ment in a long- 

standing patent and 
license suit. The two companies 
made a series of agreements that 
result in cash for Atari, while 
giving Sega the use of over 70 
Atari patents. This will result in 
an interchange of proprietory 
licensed properties, and a work- 
ing arrangement between the two 
companies that is expected to 
extend years into the future. 

Atari had originally sued Sega 

for license 
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infringements approximately 16 
months ago, and Sega had cross- 
suits against Atari. As part of the 
accord reached through this new 
agreement, all legal proceedings 
will be dropped. 

Sega will pay Atari approxi- 
mately $40 million for 4.7 
million shares of Atari common 
stock. This represents approxi- 
mately 7.5 percent of Atari’s 
total outstanding stock. 

Additionally, Sega will pay 
Atari a total of $50 million for 
worldwide, non-exclusive rights 
to Atari’s library of over 70 
patents. This covers all Sega sub- 

sidiaries, including Sega of 
America, and all 
Sega’s 


licensees. 


The two companies also 
promised that they will exchange 
software licenses for a number of 
games to be available on Atari’s 
and Sega’s platforms. No game 
titles have been announced yet, 
but any programs made under 
this arrangement will be available 
for both companies’ current hard- 
ware, as well as both compa- 
nies’ future hardware 

































systems, whatever those systems 
may be. 


A Cash Infusion for Atari 
An infusion of $90 million in 
cash greatly strengthens Atari’s 
position in the competitive 
gaming industry. “We at Atari are 
very pleased with this new 
affiliation,” said Sam Tramiel, 
president and CEO 
of The Atari 
Corporation. “The 
increased cash 
position will be 
used, among 
other things, to 
enhance our 
marketing 
position this 
fall.” 
Increased 
spending for 
} advertising bol- 
sters the Atari 
Jaguar. Although 
the Jaguar has 
received critical 
acclaim in recent 
months, lack of an 
aggressive advertis- 
ing campaign and 
poor distribution 
made it a distant 
runner in the 
hardware 


coOL.BY 


race. This could be changed by 
the ad campaign which will 
impact holiday game equipment 
purchases. 

The company has allotted 
about $11 million in TV ad dol- 
lars to their Alien vs. Predator. 
Atari also aired TV ads that 
explain the difference between 
16-, 32- and 64-Bit technology. 


No Hardware 

The licenses and patents cov- 
ered by the agreements do not 
include any hardware products. 
Atari spokespeople were careful 
to explain that this new accord 
did not give Sega access to the 
Lynx or Jaguar equipment, and 
only software licenses are includ- 
ed. Arrangements for cross- 
licenses of the games will be 
made on an individual, game 
basis. “I don’t expect they’ll ever 
be making Alien vs. Predator,” 
said Atari spokeswoman Sandy 
LaBrec, “nor that we would ever 
make a Sonic game.” 

She explained further: “They 
might say, ‘We'd like to do this 
game,’ and then we’d talk about 
it. For each individual game, 
negotiations would be brought up 
about royalties, etc.” 

No date has been set for start- 
ing new projects, nor the number 
of games that will be cross- 
licensed. 


Zapping the Rumors 
Announcement of the agree- 
ment between these two giants of 
the electronic game world started 

a ferocious round of rumors 
through the electronics industry, 
including the suggestion that 
Sega’s ownership interest in Atari 
would cause dramatic manage- 
ment changes. Ms. LaBrec 
laughed and said, “You wouldn’t 
believe the things some people 
have said, like ‘Sega bought 
Atari’! That’s silly; they only 
bought 7.4 percent.” 

Other unsubstantiated rumors 
included an exchange of hard- 
ware technology, suggesting that 
Sega would acquire control of the 
64-Bit Jaguar machine and 
redesign the Saturn to include 
Atari’s technology. 

LaBrec denied this: “There is 
no hardware crossover,” she 
explained. “It has nothing to do 
with their current products or our 
current products other than the 


fact of infringing the old patents. 
It has nothing to do with either of 
our profit margins for hardware.” 

Atari’s Jaguar is now available 
through Toys ’R’ Us, Electronic 
Boutique, Babbages, and others, 
or dial 1-800-Go Atari for local 
dealer information. 

by Joyce Worley 


HIGHWAY 
BUILDERS 


The much-anticipated 
Information Superhighway is 
being designed and mapped 
out, through massive deals and 
alliances, as companies jockey 
themselves into position to 
participate. 

MCI invested $30 million to 
get a stake in Interactive Cable 
Systems. ICS specializes in the 
private telephone and cable 
industry. The company is consid- 
ered among the leaders in inter- 
active communications and enter- 
tainment for apartment houses 
and other multiunit dwellings. 

Microsoft made a deal with 
Southwestern Bell, to provide the 
software for an interactive video 
trial. Southwestern’s project, set 
to test in Richardson, TX, will 
provide movies on demand and 
home shopping in addition to 
regular phone service. 


VIACOM MAKES BLOCKBUSTER MOVE 


onths after talks started between the two entertain- 
ment giants, Viacom and Blockbuster agreed on the 
terms of the agreement that will combine the compa- 
nies. This came three months after Viacom’s pur- 
chase of Paramount, and months after Blockbuster purchased 
Virgin Interactive Entertainment (see EG Sept.’94) giving that 
company a good foothold in the interactive software business. 

The acquisitions of Paramount and Blockbuster make Viacom 
a major player in the entertainment industry, with interests in 
movies, cable, television and electronic gaming, as well as a 
hugely successful distribution network. 

Viacom, already an important player in the game business, 
therefore gains the talent base from the Virgin Interactive 
Entertainment stable of game creators, including the hitmakers at 
Westwood Studios. One industry pundit quipped that Viacom’s 
multimillion dollar moves of the 
last year were all aimed at acquir- 
ing that group. Westwood’s Louis 
Castle laughed at that, and then 
explained what his company’s 
position would be in the new 
arrangement. “We’ ve been 
assured that we'll be able to 
continue to work independently 
as we always have.” He added, 

“But of course, it will really be 
nice to have all that financial 
clout behind us.” 

Although the Virgin- Westwood 
software connection may be, dol- 
larwise, a small part of the total 
worth of this merger between 
Viacom and Blockbuster, it is 
likely that the acquisition of that 
talent will have major impact on 
Viacom’s products in the future. 


INDUSTRY STARTS CRACKDOWN ON PIRACY, PATENTS 


j fter a two-and-a-half year project, the Software Patent Institute (SPI) has become an inde- 
pendent non-profit corporation. Bernard A. Galler, chairman of the board of the new corpo- 
ration, announced, “We are ready to move to the next stage of making our efforts available 


to the United States Patent 


Trademark Office (USPTO), patent professionals, the soft- 


ware industry, and the general public.” 


In its continuing war a 


nst patent fraud and software pirates, the Software Publishers 


Association (SPA) donated $300,000 to the SPI, to support its work. “SPI is building a unique database 
of software-prior art that will be searchable on-line,” said SPA director Ken Wasch. “As patents 


become a more important comf 


nent of the intellectual property landscape for software, the SPI’s 


prior art database will be crucial in helping the Patent and Trademark Office to determine which soft- 
ware inventions deserve patent protection.” 

The SPA also beefed up its campaign against software piracy, estimated at $1.57 billion in 1993. 
The federal copyright law states it is illegal to make a copy of a piece of software for any reason 
except as a back-up, and penalties for individuals can be as high as $100,000. Commercial piracy is a 
felony offense, with prison terms of five years and fines up to $250,000. SPA maintains an anti-piracy 
hotline (800-388-7478). In 1993, the SPA received about 30 calls per day. 

In England, where the situation is even more serious, the software industry will offer a reward to 


the people who inform on companies that are suc 
Bulletin Board Services are also being scruti 


sfully convicted of pirating software. 
ed, since some illegally distribute pirated software. 


Richard Kenadek, the operator of the famous Davy Jones Locker BBS, was recently indicted, the first 
such arrest of a bulletin board operator. 
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Wrote, Cagney & Lacey and 
many others) was hired by 
Sanctuary Woods to work on 


Deion Sanders rapping, along 
with Hammer; the video will 
have the two along with Jean- 


STAR POWER 


Complied by Joyce Worley Scottie Pippen recorded the Claude Van Damme. Ice Cube, software projects. 
& Ross Chamberlin theme song for Slam City With Nas, Public Enemy, LL Cool J, Intellimedia Sports signed 
DID you KNOW. 9 Scottie Pippen, the video game The Pharcyde and other rappers Duke University basketball coach 
eoee coming from Digital Pictures. will also be heard on the album, Mike Krzyzewski to star in 
The song was written by as will the Japanese supergroup ESPN: Let’s Play Basketball. 
Mortal Kombat II broke all Jellybean Benitez. Chage and Aska. ESPN: Let’s Go Skiing will 


have three U.S. Ski Team mem- 
bers: A.J. Kitt, Picabo Street and 
Holly Flanders. 


The Street Fighter soundtrack 
album from Priority Records will 
feature 49ers’ defensive back 


Top screenwriter Lee Sheldon 
(author of hundreds of scripts, 


sales records in its first week 
on sale. It topped the opening 


week receipts of the summer’s 
top films, and ranks as the 
largest intro of a video game 





ever ... 3DO has their own 
direct order phone line. Call 
800-336-3506 to order 3DO 
products ... Mitch Hall 
Associates, which puts on 
Macworld Expositions and 
CD-ROM Exposition & 
Conference, will no longer 
allow display of nudity or sex- 
ually explicit material at its 
shows or in its publications ... 
Working Design has started 
Lunar 2, with the same crew 
that did the first game. This 
one is set further in the future, 
and will arrive Summer ‘95 for 
Sega CD ... IBM sold out their 
Aptiva PC, and couldn’t fill all 
their holiday orders ... IBM 
introduced a new operating 
system. The new OS/2 is desig- 
nated the Warp ... Nintendo 
was ranked the number one 
company in Japan for the 
fourth consecutive year, beat- 
ing out Sony Music and Fuji 
Film. Sega ranked #13, and 
Capcom was #21 ... AMOA 
(the Amusement & Music 
Operators Association) named 
Addams Family as the Most 
Played Pinball Game for the 
third year in a row. Mortal 
Kombat II was victorious in 
its quest for the illustrious 
honor of Most Played Video 
Game... Sony Imagesoft is pro- 
ducing three full-motion video 
games for play on Sega CD: 
The Exterminators, Star 
Strike and Johnny Mnemonic. 
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including ST:TNG, Murder She 


CUTTING THE DEALS THAT MATTER 


Doom for Ultra 64, Nintendo Gateway Systems 


BIZ-DEALS 


Williams Entertainment will 
develop an advanced version of 
Doom for play on the Nintendo 
Ultra 64; id Software (the orig- 
inal creator) will work with 
them ... Warner Music Group 
and HyperBole Studios formed 
a joint venture for CD-ROM 
development. As part of the 
deal, Warner/Electra/Atlantic 
Corp. will replicate and distrib- 
ute HyperBole’s CD, including 
Madness of Roland, 
Quantum Gate and The 
Vortex: Quantum Gate I] ... 
Time-Warner Interactive and 
Warner Books will simultane- 
ously create and release a 
science-fiction novel and CD- 
ROM game. Mirage, now 
being written by F. Paul “The 
Select” Wilson and Matt “7th 
Guest” Costello, is about twin 
sisters reunited in Virtual 
Reality. It’s scheduled for fall 
1995 ... Nintendo got its largest 
order to date from Matsushita 
Avionics, for Nintendo 
Gateway Systems for 62 
airlines to provide information 
and entertainment (up to 10 
SNES games). There are 
roughly 15,000 airline seats 
worldwide and 150,000 hotel 
rooms in the U.S. with 
Gateway ... Interactive 
Network obtained $42 million 
financing. NBC, TeleCom- 
munications, Inc., Motorola 
and Sprint are the big investors 
... Optigon Interactive is pro- 
ducing Maxis’ SimCity for 
play on Total Entertainment 
Network, where multiple play- 
ers can cooperate or compete in 


simulated cities on-line ... 
Microsoft and Readers Digest 
will work together on multime- 
dia products based on Reader’s 
Digest books ... Philips and 


IBM agreed to work together in 


the manufacture of semicon- 
ductor wafers. The joint ven- 
ture will take over IBM’s plant 
near Stuttgart, Germany. 


Edu-Deals 


Chinon America, the 
American subsidiary of Chinon 
Industries of Japan, will pub- 
lish Santillana Encyclopedia, 
the first interactive multimedia 
Spanish-language encyclopedia 
... Compton’s recalled The 
Human Calculator due to 
compatibility problems with 
some utilities; purchasers 
should return the product with 
receipt for a refund, a free 
Compton’s Interactive 
Encyclopedia, and a free copy 
of the corrected product when 
it’s ready ... Dr. T’s Music 
Software is offering a matching 
deal; theyll give a copy of Dr. 
T’s Sing A Long for every 
title purchased, to the school 
named by the buyer ... KidSoft 
and Apple are partnering to 
bundle Club KidSoft Value 
Pack multimedia software with 
Macintosh Performa comput- 


ers... SoftKey International pur- 


chased Software Marketing 
Corp. They’ll take over the 14 
edutainment products, includ- 
ing America’s Civil War, 
BodyWorks, UFO, Dinosaur 
Museum and the rest of the 
Software Marketing catalog ... 
NYNEX is providing a digital 
video connection between a 


school in Harlem and 
Columbia University. The 
students at the Ralph Bunche 
School will cruise Internet, 
and share their experiences 
with the U.S. Advisory Council 
on the National Information 
Infrastructure, which will 
report to the U.S. Secretary of 
Commerce ... Clark County 
NYo stole) DUKieu(a mee) erye)(atee merle 
first year of a studies project 
for elementary students in Las 
Vegas that put Clark County 
students into networks, with 
daily access to Internet and 
School Net ... The Dept. of 
Education’s Star Schools 
Program gave $3.7 million to 
the United Star Distance 
Learning Consortium. They’re 
using technology to help under- 
served, rural and migrant stu- 
dents. $1.5 million will go to 
CUO IB omrollicmoceneernit 
programs. 


Distri-Deals 

IVI Publishing will do dis- 
tribution for MGA/UA and 
Imagination Pilots on Blown 
Away, the sequel game to the 
movie ... [VI signed Viridis to 
an affiliate label program. The 
first title affected by the deal 
will be Eco: East Africa, an 
African environmental game ... 
Interplay is doing all the U.S. 
distribution for Great Wave 
Software’s line of edutainment 
products ... Addison Wesley 
will distribute the Sanctuary 
Woods I-Learn software to 
educational channels. They’ Il 
also prepare supplementary 
materials for teachers to use 
with the software in class. 
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The stars are out—and they're ready to play! 


Multimedia Celebrity Poker combines the magic 
of Hollywood, the fun and excitement 
of poker, and the interactive experience 
of CD-ROM technology for Windows. 


Grab a chair and ante up with Joe Piscopo 
of Saturday Night Live fame, Jonathan Frakes 
from Star Trek: The Next Generation” and 
sexy Morgan Fairchild, whose TV hits 
include Falcon Crest and Flamingo Road. 


Celebrity Poker is outrageous fun and realistic 
entertainment like you've never played before. 


Lights...Comera... Deal! 
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©1994 New World Computing, Inc. Multimedia Celebrity Poker is a trademark of New World Computing, Inc. 
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Available in IBM PC CD-ROM and Mae CD ROM. ©1994 Take 2 Interactive Software, Inc. GameTek is a registered trademark 
og of LJ.E. Inc. All rights reserved. Hell: A Cyberpunk Thriller and Take 2 are trademarks of Take 2 Interactive Software, Inc. 
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INTERACTIVE SO! 


A ROSE WOULD 
SMELL AS SWEET. 


There’s a lot of name- 
changing going on. A number 
of corporations changed their 
moniker to underscore their 
new management, goals or 
approach to multimedia. 

Software Toolworks changed 
its name to Mindscape, Inc., 
and created a new logo. The 
company did focus group 
research and found Mindscape 
to be the most popular choice. 
Industry watchers will recall 
that Software Toolworks pur- 
chased Mindscape in 1990, and 
has continued to release titles 
under that name. Future prod- 
ucts will all carry that label. 


MINDSCAPE 


Atari Games (the coin-op co.) 
changed its name to Time- 
Warner Interactive. But the 
coin-ops will bear both logos. 

Interactive Electronic 
Publishing is now Future 
Vision Multimedia. According 
to Chairman Harry Fox, the 
new name more clearly reflects 
their commitment to multime- 
dia. However, their children’s 
titles will keep the old label. 

Ocean of America merged 
with Ocean Software Ltd. and 
Ocean Europe. The new group 
will be called Ocean 
Interactive. The company just 
sold a 24 percent interest to 
Chargeurs, a French entertain- 
ment group, and say that this 
positions them to better explore 
new technologies. 

Merit Software is now Merit 
Studios. President Bill Graham 
explained, “Our new name 
emphasizes our commitment to 
deliver state-of-the-art, interac- 
tive, multimedia software prod- 
ucts... to take advantage of the 
industry’s ability to deliver 
advanced technology.” 
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CHRONICLES FIRST 
TV ON INTERNET 


Computer Chronicles, now in 
its 12th season, became the 
world’s first television show to 
go on Internet. The video and 
audio are fed as computer data to 
the Internet, so that users can 
view the complete programs by 
computer. This marks the first 
time Internet users have been 
able to receive a television 
program on-line. 





Computer Chronicles, pro- 
duced by PC*TV and hosted by 
Stewart Cheifet, is on more than 
290 public television states in 
the U.S., and is distributed inter- 
nationally to more than 100 
countries. 


HEAVY HITTERS 
FORM TEAM 


Three of Hollywood’s bright- 
est lights will work together on a 
new multiformat entertainment 
venture. Stephen Spielberg, 
well- known director; David 
Geffen, media mogul and Jeffrey 
Katzenberg, former Disney exec- 
utive, plan to launch an interac- 
tive entertainment venture. They 
also will produce movies, ani- 
mated films and television pro- 
grams, plus the trio plan to start 
a record company. 

‘Each of the three partners is 
counted among the entertainment 
industry’s wealthiest people, 
which should make this one of 
the most well-funded interactive 
ventures ever started. The trio 
has not yet assigned titles, or 
made any definitive statements 
about what they will do. But 
Spielberg gave a statement: “This 
represents the opportunity of a 
lifetime—to join forces with two 
of the smartest and most creative 
talents in the industry.” 


SCIENCE- 


Random, Del Rey, Legend Boost § 


There are unconfirmed reports 
that Bill Gates (CEO of 
Microsoft) and John Malone 
(CEO of Tele-Communications 
Inc.) will back the group. 

Industry analysts predict that 
the trio will form some kind of 
alliance with MCA, through that 
company’s connection with 
Spielberg. There are also 
speculations that the venture may 
purchase gaming talent, or even 
entire game manufacturing 
companies, to launch their own 
products. 

The suggestion that Gates and 
Malone would join the group 
might indicate that there will be 
an emphasis on entertainment 
projects for the Information 
Superhighway. Bill Gates is 
reported to be interested in net- 
work interfaces for entertain- 
ment-on-demand, and Malone 
may be seeking intellectual prop- 
erties for T-CI’s on-line ventures. 


RMUCKLES ROCKS 
THE ROCK 


Sega’s Sonic & Knuckles 
video game competition sent 


gamers from all over the world to 


Alcatraz, to pick the champion 
player. U.S. gamers competed in 
Hard Rock Cafes, where each 
region’s winner was immediately 


“arrested,” taken to the airport 
and flown to San Francisco. 
There the gamers were taken by 
motorcade to the famous island 
prison for the final stage of the 
contest. 

Chris Tang of Sunnyvale, CA, 
was the victor, and escaped the 
Island with a $25,000 prize. 

The 18-year-old won the title 
of “World’s Most Hardcore 
Gamer.” 


STREET FIGHTER 
ON THE SET 


Universal’s Street Fighter 
Movie, slated for release on 
December 23, will open in over 
2,000 theaters. Based on Street 
Fighter II, it’s produced by 
Edward Pressman, and stars 
Jean-Claude Van Damme, Raul 
Julia and Wes Studi. The movie 
is wholly financed by Capcom, 
which marks the first time a game 
company has produced a movie. 
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MENZOBERRAN7AN 


escend into the nether realm of Underdark and 
the fabled city of Menzoberranzan. You'll discover 
a role-playing adventure unlike any you've ever 
experienced! New monsters abound. New tactics — 
and abilities make combat more intense. 
You can even levitate and fly while fighting! 
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tate-of-the-art digitized voices, sounds and | 4 
sights transform the MENZOBERRANZAN” 2 
game into a powerful sensory experience. 
Crisp, clean high-resolution VGA delivers 
the graphic beauty of Super-VGA | 
—without an SVGA card! ; 
Ve fresh and exciting role-playing epic 
is the most challenging journey ( 
through the FORGOTTEN REALMS” 
game world yet! 


On CD-ROM and ay 
3.5” disks for IBM i 
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Screens shown: 256-color High-Res VGA. 
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WHISPERS FROM 
CYBERSPACE 


JJ Barrel—he’s everywhere! 
He desktops by night and 
speaks the truths others dare 
not utter. JJ puts his private 
eyes into every corner of elec- 
tronic gaming. Our investiga- 
tive ace takes no prisoners. 

And now, direct from some- 
where in Silicon Valley North 
in Washington state... JJ 
Barrel! 

The hottest rumor at this 
year’s SPA: Sega of America 
may not introduce the Saturn as 
it exists in Japan. No question 
that a 64-Bit machine is in the 
offing, but it may have differ- 
ent architecture than the prob- 
lem-plagued Saturn. Sega’s 
Mars hardware for arcades has 
won industry respect, but right 
now development is focused on 
the 32X. 

Corporate love wasn’t loveli- 
er the second time around for 
Broderbund. Proposed mar- 
riages to EA and Sierra never 
got to the “I do” stage. Is the 
edutainment giant headed for 
the altar again? Official sources 
are mum, but unusual stock 
activity may be a sign that a 
merger is in the works. 

The KG staff had nuptuals of 
a more personal kind. Associate 
Editor John Hardin and Karla 
Insani tied the knot in a quiet 
October civil ceremony. 

The year’s hottest affiliate 
label plum, Starwave, has 
signed with Interplay. Maxis 
had the inside track at one 
time, but Brian Fargo and com- 
pany grabbed the prize at the 
last minute. 

The attempt to market video 
game music independently of 
the carts won’t play, at least for 
now. Everyone is pointing fin- 
gers, but the brute fact is that 
the public is only just getting 
used to full musical scores on 
the games. 

Blood Bowl (MLSA) will 
come out in January as a multi- 
media product. The delay was 
due to a decision to incorporate 
the rules of the just-released 
board game. 
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SAGAN SUIT 
SETTLED 


US. District Court Judge 
Lourdes G. Baird dismissed Carl 
Sagan’s suit against Apple. The 
astronomer had requested the 
company drop his name from a 
personal computer. Apple 
dropped the appelation, but pro- 
ject engineers then code named 
the machine “Butt-Head 
Astronomer.” 

The judge said, “There can be 
no question that the use of the 
figurative term ‘butt-head’ 
negates the impression that 
Defendant [Apple Computer] was 
seriously implying an assertion of 
fact. It strains reason to conclude 
that Defendant was attempting to 
criticize Plaintiff’s reputation or 
competency as an astronomer.” 

The judge elaborated: “One 
does not seriously attack the 
expertise of a scientist using the 
undefined phrase ‘butt-head’.” 


COMPUTER EXPO 
GOES ON TOUR 


Computer Expo ‘95 will tour 
12 American cities, starting in 
Denver on February 4-5, and 
ending in Nashville April 29-30. 
The exhibit, which will concen- 
trate on showing off new com- 
puter operating systems and top 
software, will make stops in 
Kansas City, Phoenix, Columbus, 
Charlotte, Salt Lake City, 
Memphis, Minneapolis, Louis- 
ville, Jacksonville and Tampa. 





Lance Porter, tour organizer, 
says, “Computer Expo ‘95 will 
be the most massively promoted 
consumer marketing event in the 
history of the computer industry. 
We're going to hit town like a 
cyclone, with three weeks of sat- 
uration-level TV, radio station 
promotions and special newspa- 
per inserts in each market.” 


historic milestone 


A was passed this 
fall at the 


Computer 
Museum in Boston, when a 
chess program outscored 
human grand masters for the 
first time in history. 

WChess, created by David 
Kittinger of Mobile, AL, 
emerged undefeated from the 
annual Harvard Cup Human 
Versus Computer Intel Chess 
Challenge early in October. 
The competition pitched six 
of America’s grand masters 
against eight leading chess 
software products, including 
the latest version of last 
year’s winner, Heuristic 
Software’s Socrates. WChess 
won four of its six games and 
drew the other two, for five 
points, or a percentage of 
83.33. GM Joel Benjamin of 
New York successfully 
defended his human champi- 
onship with 6.5 points out of 
8, for 81.5 percent. 

Larry Kaufman, editor of 
Computer Chess Reports and 
a co-developer of Socrates, 
noted, “Not only did a com- 
puter make the top score in 
the Harvard Cup this year, but 
also the total performance of 
all the programs improved 
significantly over 1993.” 

In addition to WChess, the 
competing chess programs 
were top-selling Chessmaster 
4000 Turbo (Software 
Toolworks) which tied with 
Socrates 4.0 in second place, 
M-Chess Professional 
(Marty Hirsch), NOW (Mark 
Lefler), HIARCS Master 3.0 
(Bookup), Rebel 6.0 (Ed 
Schroder) and Zarkov-X 
(John Stanbuck). All ran 
on 90 mHz Pentium systems 
supplied by DEC. 

Kittenger’s WChess, which 
he plans to make available 
commercially this season, 
recently won the Uniform 
Platform Tournament in 
London. Kittenger’s work is 
familiar to computer chess 
enthusiasts, as he was 


involved in developing the 
engines for earlier versions of 
Chessmaster (2000, 2100 
and 3000) and Star Wars 
Chess. “You know,” 
Kittenger told EG, “what’s 
still surprising to many peo- 
ple is that humans have a 
chance against a chess com- 
puter. They don’t realize what 
a complex, difficult domain 
chess is—and just how good 
these human players are who 
have become grand masters. 





The computer, even with its 
calculating abilities, is really 
not that much of a match, 
although the gap is certainly 
closing, as WChess’ perfor- 
mance would indicate.” 

Dan Edelman, a co-orga- 
nizer of the Harvard Cup, cre- 
ated the event in 1989, while 
still a student at Harvard 
University, in conjunction 
with the Harvard University 
Chess Club. “The thinking 
was, there needs to be some 
event to measure the progress 
of computer technology over 
time in the realm of chess,” 
he said. “Chess has always 
been seen as the ultimate 
endeavor as a human intellec- 
tual sport in computer sci- 
ence, because of its complexi- 
ty, and yet its simplicity in 
terms of its ability to be pro- 
grammed for a computer. The 
Harvard Cup is really the 
world’s only event, on an 
annual basis, that can rigor- 
ously determine the progress 
of computer technology over 
time. We’ ve had an extraordi- 
nary result this last weekend, 
in which one of the programs 
entering the event actually 
outscored all of the humans. 
That is a first in chess 
history.” 
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EAT-A-BUG AT 
FLORIDA PARK 


Children and parents too can 
play Eat-a-Bug and other 
Virtual Reality games they may 
have seen on Nickelodeon at a 
new attraction at Blockbuster’s 
Golf and Games, Sunrise, FL, 
an arcade/entertainment center. 
Eat-a-Bug is one of five 
peripheral-free environments in 
the Virtual Reality Playroom, 
installed by InVideo Systems, 
whose founder, Dean Fried- 
man, created the games for 
Nickelodeon in 1989. Players 
move around an area freely, 
without helmets or gloves or 
wires, watching a giant 70-inch 
screen in which they appear to 
be moving in the virtual world. 
A similar system, also created 
by InVideo, is used in the TV 
series Nick Arcade. 

In Eat-a-Bug, players jump, 
duck and reach to “eat” flying 
bugs, while avoiding spiders, 
centipedes and bees. Another 
game, called Dreams, involves 
flying over treetops, popping 
balloons and swimming under 
water to tickle fish. Other 
games, for younger children, 
are Letters, Numbers and 
Shapes. Participants may 
purchase videotapes or 
Polaroid snapshots of them- 
selves appearing in the virtual 
environments. 

Other InVideo environments 
are in the Brooklyn (NY) 
Children’s Museum and 
Eureka! Children’s Museum in 
Halifax, England. 


CD CONSOLES 
TO TRIPLE 


It has been predicted that 
there will be three times as 
many CD-ROM-equipped 
video game machines by the 
end of 1995 as there were last 
year at this time, an increase 
from 1.4 million to 4.9 million 
over the two-year period, 
according to a recent survey by 
SIMBA Information, a multi- 
media publisher. 
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TECH MUSEUM 
SPOTLIGHTS 
EDUCATION 


The Tech Museum of 
Innovation opened a $350,000 
learning center display of work- 
stations and courseware, to show- 
case the latest technology for 
education. IBM donated equip- 
ment and software to the muse- 
um. The SchoolView network, 
distributed by IBM, ties together 


14 computers in the Tech’s infor- 
mation lounge, and links five 
more PS/2 terminals in the 
science laboratory. 

Judith Fritz, director of educa- 


tion for the Tech, explained the 
ration in 


reason for the demons 


her remarks at the opening of the 
learning center. 

“The computer technology for 
the classroom has been here 
awhile, but it has not been fully 
used as a teaching tool. IBM is 
helping us make this happen by 
providing important interactive 
and engaging tools that allow 
children to actually participate in 
their learning through the power- 
ful world of multimedia sight and 
sound.” 

The Tech, located in San Jose, 
CA, has hands-on exhibits of 
Microelectronics, Space 
Exploration, High Tech Bikes, 
Robotics, Materials and 
Biotechnology. 


GAME COMPANIES 
GEAR UP GRAPHICS 


Significant announcements 
from leading cartridge makers 
charted their maneuvers toward 
fanci uphics for the future. In 
the current deal-making atmos- 
phere of the industry, the trend 
toward improved technology is 
evident. 

Nintendo announced an exclu- 
sive arrangement with MultiGen, 


INDUSTRY SPOTLIGHT 


A Designer with Tunnell Vision 


eff Tunnell is one 
of those designers 
who isn’t happy re- 
inventing the 
wheel. He hasn’t spent a lot of 
time plowing ground already 
broken by other designers; 
instead, he invents whole new 
game categories to play in. 

He first came to prominence 
as the honcho at Dynamix, pro- 
ducing games like David Wolf 
—Secret Agent, and Rise of 
the Dragon, movie-style 
action/adventures that laid the 
groundwork for the new high- 
powered CD-ROM cinemac- 
tion software such as Wing 
Commander III (Origin) and 
Under a Killing Moon 
(Access). 

Following the sale of 
Dynamix to Sierra, Jeff put 
together a team of game 


creators and developed The 
Incredible Machine 
(Dynamix/Sierra), a Rube 
Goldberg-style kinetic puzzle 
that spawned an entire series. 

“The best part of game 
design is when you do some- 
thing you think is really good, 
but you don’t know it until you 
watch a bunch of kids play it,” 
he offers, “and you see the ful- 
fillment, or you see that they’re 
having great fun with your 
product. It’s not really the 
aspect of design, it’s the end 
results of the design that’s the 
neatest part.” 

What about the tough part? 

“The hardest part is to do 
something you know is 
absolutely wonderful, like The 
Incredible Machine, and you 
can’t sell enough product 
because the sales force goes: 


Inc. This puts MultiGen, the 
leading supplier of modeling 
software for 3-D visual simula- 
tions, squarely in Nintendo’s 
camp. Their technology is used 
in military and commercial high- 
end flight sims and Virtual 
Reality environments. MultiGen 
will provide 3-D tools for devel- 
opers to use in creating games for 
the Ultra 64. 

Acclaim purchased an interest 
in Digital Pictures, and the two 
companies agreed the money 
would be used to fund future pro- 


jects. Acclaim also will distribute 


future Digital Pictures products 
worldwide. 

Through the investment, 
Acclaim gains the use of Digital 
Pictures’ compression system for 
color optimized, digitized inter- 
active video and also the 
InstaSwitch, that lets programs 
respond faster to player input. 
This, combined with their work- 
ing arrangement with Wavefront 
Technology’s 3-D graphics soft- 
w ind Acclaim’s own 
Character Animation System and 
motion-capture technology, puts 
the company in position for dra- 
matic graphics featuring synthetic 
actors, in larger games, with 
faster response time. 


“Geez, what is this? I don’t 
know how to sell this.” 

“So you have to fight for 
what you know is good. The 
Incredible Machine is really 
starting to take on momentum 
now, but had we [based every- 
thing] on the first month’s 
sales, it would’ ve been a dead 
product by now.” 

It’s always easiest to travel 
the highways, but going off the 
beaten track can be an extreme- 
ly rewarding experience. 

Any doubt in your mind? 
Ask Jeff Tunnell. (Bill Kunkel) 
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TOP VIDEO 


GAMES 
September 1994 


This list of top-selling video 
games was compiled by 
Software Etc. 


Top SNES Games 

1. Mortal Kombat IT, Acclaim 
2. Maximum Carnage, 
Acclaim 

3. Brain Lord, Enix 


Acclaim’s pair of fighters 
beat off all competitors, to take 
the first spot in the list. 


Top Genesis Games 

1. Mortal Kombat II, Acclaim 
2. NHL Hockey ‘95, EA 

3. Bill Walsh College Football 
‘95, EA 


AY 0°90 Su (oyme-) oter-(e me) i sya 
fall sports, beating out both 
hockey and football as the top 
game for this fall. 
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COURT HOLDS 
FOR NINTENDO 
IN PATENT SUITS 


Everything is coming up roses 


in the Nintendo Legal 
Department, after the company 
prevailed in two separate patent 
lawsuits. 


The Federal Appeals Court of 


Washington, D.C., upheld the 
lower court’s ruling for 


Nintendo, in the patent infringe- 


ment suit brought by Fairchild 
Semiconductor Corp. The Court 
ruled that the technology in 
Fairchild’s patent is different 
from Nintendo’s game cartridge 


loading and locking mechanism. 


In Los Angeles, a federal 
judge dismissed a patent 
infringement suit against 
Nintendo filed by Edward 
Gussin. Gussin had claimed that 
the SNES infringed his patents 


when used with the Mario Paint 


drawing and painting program. 
Nintendo’s attorney, John 
Kirby, believes that the two 
court victories are an indication 
that the law has become more 


sophisticated in technological 
patent infringement cases. 
“Judge Baird’s decision to dis- 
miss Gussin’s case, along with 
Nintendo’s victory against 
National Semiconductor earlier 
this year, are evident of the 
growing trend in which the fed- 
eral courts are willing to weed 


out meritless patent infringement 


cases prior to trial. In light of 
the complexity of patent cases 
and the difficulty of making 
complex technologies and con- 
cepts of patent law understand- 


able to jurors, courts are becom- 


ing more vigilant against letting 
meritless claims go to trial. The 
willingness of courts to apply 


the law to undisputed facts at an 


early stage not only conserves 
judicial resources but also pre- 
vents the unjust harassment of 
innocent businesses.” 


APPEALS COURT 


REJECTS APPLE 


Federal Appeals Court in San 


Francisco upheld the decision of 


a lower court, and reaffirmed 
the ruling that The Microsoft 


Ouf casino game IS SO realistic you'd expect | ‘ 
an Elvis impersonator to walk into your room. 





















corporation did not infringe on 
Apple’s Macintosh, thus ending 
what is easily one of the most 
watched lawsuits in the history 
of Silicon Valley. 

Apple had claimed that 
Microsoft’s Windows software 
copied the look and feel of the 
Macintosh desktop, but the 
courts have rejected that suit. 
Apple has the option of appeal- 
ing to the Supreme Court, but 
company officials, as of this 
date, have not yet announced 
that decision. 


VHS PUBLISHER 
TO DO CD-ROM 


Hollywood Select Video, a 
VHS videos publisher, has made 
plans to release a series of films 
on CD-ROM using IBM’s 
MPEG-|! software encoding and 
compression system, at $9.95 a 
disc. 

First up: three volumes of 
Max Fleischer’s Superman car- 
toons and a disc with two 
episodes of the BBC Sherlock 
Holmes series starring Ronald 
Howard. 


ACCLAIM TECH 
STARS IN MOVIE 


Batman Forever, the Warner 
Bros. movie slated for summer 
1995 release, will use Acclaim’s 
motion-capture technology to 
create its special effects. Special- 
effects director John Dykstra 
explained, “Sophisticated motion- 
capture technology allows us to 
create special effects not 
previously seen in feature films. 
We look forward to working with 
Acclaim on Batman Forever and 
future projects.” 

Thanks to a deal with Warner 
Bros. Consumer Products, 
Acclaim has the game rights for 
the movie. Batman Forever will 
be Acclaim’s first coin-op game, 
and the company will also create 
the game for play on home 
systems. 

Acclaim’s motion-capture 
technology is developed by the 
company’s Advanced 
Technologies Group. The method 
utilizes scanning, traditional 
modeling and a proprietary, 
tetherless optical motion-capture 
process. 


360 PACIFIC 
SHIPS OUT TO 
INTRACORP 


Intracorp, the parent company 
of Capstone Entertainment 
Software, has purchased all 
assets of Three-Sixty Pacific. 
The new owner plans to contin- 
ue operations of the military 
simulation publishing company, 
best known for the popular mili- 
tary strategy game Harpoon and 
its equally successful sequel 
Harpoon II. A third title in the 
strategy series, Harpoon 
Battleset, was recently released 
this autumn. 

Leigh Rothschild, the presi- 
dent of Intracorp, has promised, 
“Intracorp has made a commit- 
ment to its label, its talented 
development team and its 
customers to carry on Three- 
Sixty’s distinguished tradition.” 

Mr. Rothschield continued 
on to say, “We believe that our 
combination of efforts and 
talents will take Three-Sixty to 
new heights.” 


INDUSTRY SPOTLIGHT 


Hot Developer Finds New Boss 


eth Mendelsohn 
G is a young veter- 

an of the gaming 

industry. A video 
game maven and collector 
with an encyclopedic knowl- 
edge of the field and its his- 
tory, he made his bones with 
Virgin Software, 

Seth’s true genius is in 
game design, and specifically 
in fine tuning game play. His 
efforts could be seen on 
Virgin/Sega’s hugely success- 
ful Aladdin for the Genesis, 
and more recently, on the 
SNES and Genesis versions 
of The Lion King. On 
Aladdin, Seth’s painstaking 
attention to every nuance of 
game play was a key element 
of the breakthrough hit that 
allowed David Perry to form 
his own development group 
(Shiny). Seth performed sim- 
ilar duties on The Lion 
King, this time working out 
each jump and fine tuning 


difficulty levels with Louis 
Castle and the game wizards 
at Westwood Studios. 

With several major hits and 
a world class rep in the 
industry, it was only a matter 
of time before Seth was 
headhunted by a major devel- 
opment house. The call came 
recently from Boss Games, a 
new division of Boss Films, 
the special-effects unit creat- 
ed by the legendary SFX 
genius Richard Edlund. 

Boss Games was set up by 
Colin Gordey, formerly in 
charge of Virgin Games’ 
U.K. operation. 

When the time came to 
gather a staff, Colin remem- 
bered the short guy with the 
earring, five o’clock shadow, 
and a love of gaming that is 
second to none. “Tt was 
time,” Seth says. “I’m really 
looking forward to the move. 

(Bill Kunkel) 
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TOP COMPUTER 


GAMES 
September 1994 


This list, prepared by PC Data, is 
based on units sold at 16 retail chains, 
representing over 4,000 stores. 


Top PC Disks 

1. TIE Fighter, LucasArts 

2. SimCity 2000, Maxis 

3. Flight Simulator, Microsoft 
TIE Fighter warped its path to 
the top in its first month. 


Top Macintosh Disks 

1. SimCity 2000, Maxis 

2. Castles: Siege & Conquest, 
Interplay 

3. Jump Raven, Paramount 
Maxis’ city-builder is still the 
favorite funware. 
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1. Myst, Broderbund 

2. Outpost, Sierra 

3. 7th Guest, Virgin 
Fantasy and science fiction rule! 


Top Coin-Ops 
September 1994 


Figures courtesy of Replay 
Magazine, based on an earnings- 
opinion poll of operators. 


Best Upright Videos 

1. Revolution X, Midway 

2. Mortal Kombat II, Midway 
3. Virtua Fighter, Sega 
This trio is fighting to keep the 
top spots. 


Best Deluxe Videos 

1. Daytona USA, Sega 

2. Ridge Racers, Namco 

3. Primal Rage, Atari 
Sega’s racer still leads the pack. 


Best Coin-Op Video Software 
1. Darkstalkers, Capcom 

2. Gai’s Panic 2, Kaneko 

3. King of Fighters ‘94, SNK 
Darkstalkers battled its way to 
the top in its first month. 


Best Pinball Machines 
1. Flintstones, Williams 
2. World Cup Soccer, Midway 
3. Star Trek, Williams 
The Flintstones came on 
strong, but Soccer lingers on. 
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STOCK WATCH 
September 1994 


After jumping 18 percent in 
August, the Electronic Games 
stock index showed a respectable 
6.5 percent gain in September. 
Individual segment results were 
mixed, although none moved 
more than 3 percent in either 
direction. The gainers (8) out- 
numbered losers (5) and flats (3). 

September stock prices were 
generally skittish, as investors 
attempted to balance the desire to 
take late-summer rally profits 
(see last month’s issue) against 
unexpected holiday sales results. 
Other factors typically influence 
prices such as end of quarter 
portfolio adjustments (“window 
dressing’”—where investors add 
to winners and trim back losers) 
and the healthy battle between 
holiday hype and skepticism. 

September’s winners were PC 
publishers Activision and Spectrum 
HoloByte, up 35 percent and 24 
percent respectively. Spectrum 
benefitted from positive initial 
response to Falcon Gold and 
Ultimate Football. Alias Research 
posted an 11 percent increase (up 
almost 50 percent since June) on 
expectations that earnings would 
accelerate from new products 
including development kits for 
Nintendo’s new Ultra 64. 

Stocks losing ground included 
America OnLine (down 8 percent 
mostly on profit taking from the 


ierra On-Line is 
sponsoring an 
essay contest for 
kids from kinder- 
garten through grade six. The 
kids will write entries 
answering the question, 
“How will your future be 
changed by computers?” Two 
winners will get $50,000 sav- 
ings bonds to pay for college. 
Applications and rules are in 
special Sierra packages, or 


34 percent jump in August), Sierra 
On-Line (down 6 percent on 
rumors of restructure and bugs in 
Outpost). WMS Industries dipped 
approximately 9 percent as ana- 
lysts cut September quarter earn- 
ings estimates to break even from 
a small profit. Broderbund slipped 
4 percent on profit taking and lin- 
gering concern about the health 
of the Carmen Sandiego line. 
September sell-through results 
for Mortal Kombat II were 
somewhat mixed. The good news 
is that sales during the first couple 
of weeks broke records at numer- 
ous retailers, far outselling MKI 
and NBA Jam. On a broad scale, 
the SNES version seems to have 
outsold the Genesis version by 
about 60/40, the opposite of pre- 
vious hit title mixes. By month’s 
end, however, some retailers noted 
a faster than expected weekly sale 
“decay rate.” (As of mid-October, 






can be obtained by calling 
800-649-4908. Each winning 
student’s school will also get 
a multimedia system. 
Starpress will send a 
sweepstakes winning family 
of four on a Disney Florida 
vacation; runners-up will get 
World Book Encyclopedia 
and Childcraft. Entry forms 
are in specially stickered 
StarPress titles, and the draw- 
ing will be held March 31. 


total retail sales of of MKII 
exceeded sales of MKI only 
“slightly,” according to Acclaim.) 
Most retailers reported flattish 
September revenues, with a huge 
(i.e., more than 50 percent) con- 
centration in MKII. In other words, 
MKII had no positive spill-over 
effect; rather, for the first time in 
recent memory, a major title can- 
nibalized the entire category. As 
a result, retail buyers began to 
worry about being overstocked 
on catalog products, and started 
to shave opening orders on new 
titles. The factors hearken back to 
the old 8-Bit days, and should 
provide ample warning of the 
coming platform transition. 

by John Taylor 


John Taylor is an interactive enter- 
tainment industry analyst with L.H. 
Alton & Co., a San Francisco 

investment banking firm. 
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CONVENTION NEWS 


Nintendo Chooses E3; CES Interactive Throws in the Towel 


he mighty show- 
T down between 

CES Interactive 

‘95, scheduled for 

Philadelphia, and 
the Electronic Entertainment 
Expo ended when Nintendo 
of America announced its 
support for E? in Los Angeles 
May 11-13, 1995. The two 
trade shows vigorously bat- 
tled for support from the 
electronic gaming industry, 
as detailed in the last issue of 
KG, when both shows were 
scheduled for the same dates. 
Nintendo’s decision to attend 
the California exhibit was the 
final shot. 

Gary Shapiro, VP of the 
Electronic Industries Associ- 
ation’s Consumer Electronics 
(@FKost 1 OM 6) 0X0) 10) KC) OW SIN) 
explained why the group 
decided to halt the contest at 


this point: “After reviewing 
the pressure and stress put on 
potential exhibitors, buyers 
and journalists to decide 
between two major industry 
shows being held at the same 
time on two separate coasts, 
we chose to do what was best 
for the interactive industry 
and reschedule our show in 
1995 to 1996.” Peter Main 
explained Nintendo’s deci- 
sion: “It is difficult for any 
company to decide between 
two promotional venues 
being held at the same time 
and we appreciate the EIA’s 
willingness to step aside in 
1995 and do what is in the 
best interest of the video 
game industry.” 

One big loser in the 
Convention War of °94 was 
the City of Brotherly Love. 
Philadelphia Convention 


Center execs say the show, 
with 30,000 to 50,000 atten- 
dees, would have pumped 
almost $11 million into the 
city’s economy. 


A Different 
Mix In 1996? 


Now that EIA’s Summer 
Consumer Electronics Show 
is cancelled, the group is 
focusing effort on the 
January ‘95 show in Las 
Vegas, expected to draw 
100,000 attendees. Gary 
Shapiro said, “We feel it will 
be better for the video game 
and interactive industries to 
have one show only during 
these dates and concentrate 
our efforts on a successful 
Winter CES for ... the entire 
consumer electronics 
industry.” 


Download a free games preview, 


Be one of the first to preview Capstones Next Move™ games induding Casino Tournament of Champions, Ultimate Backgammon 
and Anyone For Cards? It's free through America On-Line, keyword “Capstone”; Software Creations BBS (508) 365-2359, 2400 Baud * 
(508) 368-7139, US. Robotics * (508) 365-9352, |4.4-28.8K; or simply call our BBS at (305)374-6872. 


or get The Next Move™ preview CD for $1.95, 


May we suggest you take a test drive before you purchase gaming-simulation software. Visit your local software retailer while 
supplies last. Included with the IBM CD is a coupon good for $10 off the price of Capstone’s Casino Tournament of Champions. 


But they are also begin- 
ning plans for CES 
Interactive in May 1996. 
According to early announce- 
ments from EIA, they will 
hold a summer show in 
Orlando, FL. /nfotainment 
World and Knowledge 
Industry Publications, joint 
producers of E3, haven’t yet 
said if theyll again go head- 
to-head with the group by 
scheduling a show for the 
same dates. Nor has 
Nintendo announced what 
that company will do if there 
is another confrontation. “We 
continue to view CES as one 
of our primary marketing 
avenues,” said Peter Main, 
“and we look forward to par- 
ticipating in a strong Winter 
CES in 1995 and future CES- 
produced shows.” 





and get a chance to win a free trip to Las Vegas. 


Don't forget to enter Capstone’s “Make The Next Move™ Sweepstakes.” You could win a trip to Las Vegas. See store 


display for details. 





BridgeMaster Ultimate 
Championship Edition 


Backgammon 


j 


Casino Tournament 
of Champions 





Grandmaster 
Championship Chess 





Anyone For Cards? 


Capstone™ 


All titles, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged. 
To enter send a 3” X 5” card with your name and address to: Capstone's “Make The Next Move™ Sweepstakes,” P.O. Box 4058, 
Marblehead, MA 01947. All entries must be postmarked by March 31,1995. No purchase necessary. Void where prohibited by law. 


Super Pinbatt. It’s got thumper bumpers, 
drop targets, and an outhole. 
(Pardon our language.) 














TRY YOUR HAND AT 
BLACKBEARD AND IRONMEN 
(BING!) 






we know, we 


To get cool 
yOu: g 
" ginball features 


multiballs and 






whoops, we did it 
9° xo 9N arcade. But sometimes arcades 
have Long Lines and you jus, Wa\na hang at the oLl' homestead. 


So what's a pinball addict to g, , 


Give THE (DINK!) 
= JOLLY JOKER 
Sele eer man. Fire up an alcad@ like ™ = 
y SRP me *\ 


mega p-ball experience in the comfort of Your 


own Living room. So now you can [Ep @GrTa) 


if you want. 





: 4 . ‘ 
Plus you'll get 3 differen Boy weird 
machines on one Little ca tridd®. A nd you can play 


up to 4 players. go sh, ,Sn't technology wonderful? 









So 9° those flippers ready. And make sure you 
95x a svper NES. 'Cuz if you want to play pinball 


his RREWY somewhere else, you're gonna need 


~° Utt-Load of quarters. 


we'd probably have to wear clothes. 


(BONK!) 
THE WIZARD 
FOR A SPELL 





- ie nce NINTENDD 
Some |] ©1994 Meldac/Kaze. Licensed to Nintendo. © 1994 Nintendo. “SPER 
INCESSECES Super Pinball: Behind the Mask is a trademark of Nintendo. 





Do Screen Savers Save? 




























































Welcome aboard the good ship Game we use screen savers? What are we saving? 
Doctor. We’ve got the usual collection of ques- What would happen to my computer if I didn’t 
tions on subjects ranging from video games to have a screen saver on it? Would it ruin my 
screen savers. But before we get to that, I'd monitor or something? 
like to take this occasion to reiterate a couple I know, this sounds stupid—there must be 
of the Game Doc No-No’s. The Doc doesn’t some reason for the darned things, but for the 
have a lot of rules, but these are definitely the life of me, I can’t imagine what. 
Big Three. Louis Alcourt 
1) Please don’t ask the Doc to help you out Irvine, CA 
of a specific game situation. You know, those, 
“Gee, Doc, I’m on the 417th level of Gold of A: Actually, Louis, it has been my expe- 
Futura XXVII, and though I have the Locket rience that when people preface their ACC ESS aie ; 
of Lunacy, the Golden Can Opener and a inquiries to me with remarks like: a 
medium sized elf, I have been unable to enter “This is going to sound like a stu- FS — Y¥ y 
Carmilla’s bedroom!” Questions? Don’t send pid question, but—” I have gen- a | ngs ou 
them. erally found the question to be = 
2) Don’t send ultra-technical hardware ques- quite intelligent. You have a iT aales) World 
tions. Sure I can get the answer, but unless the only served to reinforce 
query concerns a wide range of readers (like, that opinion. _ - | 
for example, the use of speed-up cards to help Let me briefly give interactive Movie! 
SX model PCs) I can’t give the space to you the last end of 
answer it. These questions usually take up a the story first. a = 
good deal of literary acreage and we just can’t Back in the What Reviewers Are Saying: 
afford it. stone age of 
3) This is the biggie. Do not, under any cir- video “Lots of games push the 
cumstances, enclose a stamped, self-addressed games— 


envelope for a personal answer. Here’s the the envelope—Under r: | Killing Moon 
problem: the Doc is semi-retired and simply 


doesn’t have the resources to answer individ- blows it to smithereens! 
ual questions. That’s why I write this column. —William Trotter, PC Entertainment 


But when someone sends me a stamped enve- 


lope, there’s so much guilt over both not “nm ground breaking 


answering the letter and the concept of 


throwing away a stamp, which is like i CD adventure!” 


throwing away money, I go nuts. 


Please don’t make the Doc nuts. He’s e —Joy td Worley, Electronic Games 
too old for that. 


Thank you. Please drive *| “Under a Killing Moon combines 
iad | «| the best elements of movies 
and computer games... It literally 


pulls you into the screen.” 


—Denny Atkin, Entertainment Editor, 
Compute Magazine 


Q: I’m sure you’ ve 
been asked this before, 
and it may sound 
totally stupid, but 
why do people 
keep comput- 


ers on all 

Giesmey This category-creating Interactive Movie from ACCESS Software goes light 
cat years beyond any other product labeled “interactive.” Under a Killing Moon 
do takes you to the streets of post World War III San Francisco and casts you into 


___ the role of Tex Murphy, Private Investigator, who first a eared in Mean Streets 























































‘70s—there was a problem. Most of the 
games were ball-and-paddle contests, 
that is Pong variants and Breakout 
imitators. These games often fea- 
tured static visual components, 
such as the dotted vertical line 
which ran down the center 
of the screen in most 
video ping pong games. 
When people absent 
mindedly left the 
TV set running 
with the game 
on, these 
visual 
images, 
large 


OQ: What do 

film stars 

Brian Keith, 
Margot Kidder, _ 
& Russell Means § 


all have in 
fexeyentenveyen 


and very bright as they were, literally burned 
themselves into the surface of the TV set so 
that an afterimage remained on the screen 
even when the game wasn‘ in play. 

This phenomena soon reached mythical sta- 


tus, with legends of TV-destroying video games 


set in the minds of many consumers as surely 
as the phosphors on the old TVs were sizzled 
by the thick white images. 

Thus was born the public concern over stat- 
ic images on any monitor surface. 

Now we move ahead in time, into the ‘80s, 


when companies like Apple began leaving their 


computers on all the time. They did it for a 
variety of reasons, but the public perception 
became fixed that somehow turning on a com- 
puter was dangerous. They feared surges and 
other dark terrors, and besides, if it was good 
enough for the computer companies, it was 
good enough for them. 

Ah, but what about the old afterimage pho- 

bia? Wouldn't the images of anything, text or 
otherwise, sizzle themselves onto the sur- 
face? At the time, the concern was gen- 
uine, but it actually took quite a few 
years before the screen saver indus- 
try flowered into today’s huge 
market segment. 
Now we are in the present. 
The Doc started making 
phone calls and, to a 
man, the people we 
spoke with assured 
us that that, in 

actuality, they 
could see no 
reason why 
comput- 
ers 


should be kept on, much less run with screen 
savers. “Maybe 10 years ago it was a good 
idea to keep them on all the time and run 

screen savers to prevent burn-in,” 
ist told me, “but that’s yesterday's news. 


one special- 


Turning on a computer won't hurt it, and if 
you're still paranoid, turn off the monitor if 
you like to leave your set on for convenience.” 

Well, the 10,000 screen saver publishers 
might have a different view on the subject so 
I'd like to invite them to send any data that 
would support the need for anything to “save” 
your “screen.” 


Q: [heard that Sega and Atari were getting 
together and that Sonic was coming to the 
Jaguar and Sega is getting the Genesis rights to 
all the old Atari games. Is the news of this 
trade true? And, if so, why was it made? 
Ken Vance 
Las Vegas, NV 


A: Yes, Ken, Sonic and even the Virtua series 
are coming to the Jaguar and, indeed, Sega 
now has the rights to the library of Atari clas- 
In fact, 
Atari sued Sega over some video game patents 


sics, but it wasn't exactly a “trade.” 
it’s held for decades. See the news section for 
complete details, but my personal interpreta- 
tion of events was that Sega knew it would ulti- 
mately lose, as did Atari (holders of patents 
like this have traditionally won in court—just 
ask Activision). Atari’s lawyers probably sug- 
gested that since they were going to win any- 
way, Sega might as well settle now while there 
was still a way to do things amicable. Atari 
received a cash settlement as well, and we 
game players should largely enjoy the benefits. 


That about wraps us up for this installment 
of the Game Doctor’s Q&A. Be back next 
month—I will be—and remember to send all 
queries to: 





The Game Doctor (EG) 
330 S Decatur 
Suite 152 
Las Vegas, NV 
89107 


And remember those three 
rules, okay? I hate having to 
bring it up every year like 
this. 

Next month: the mys- 
terious Mortal 
Kombat IIT SNES 
glitch—is it or 
isn’t it? And 
other ques- 
tions. 
Aloha. 


FACE YOUR DESTINY. 


This time it’s going to take 
Luke, Chewie, Solo, Wicket 
and Leia to crush the 
Empire—once and for all. 





eer ove 


Mode 7 graphics will have 
you bug-eyed and 
screaming for more—all the 
way to the Death Star! 





Enlist now, see the Galaxy: 
Jabba’s Palace, rancor’s pit, 
the Emperor's Tower, even 
the forest of Endor! 





~~) 
obsnnio ie 


Come face-to-face with the 


darkest of the dark side, 
from Jabba the Hutt to the 
Emperor himself. 


1994 Lucasfilm Ltd. and LucasArts Entertainment Company. Star Wars is a registered trademark of Lucasfilm Ltd. Super Return of the Jedi and Return of the Jedi are trademarks of Lucasfilm Ltd 


All rights reserved. Used under authorization. The LucasArts logo is a registered trademark of LucasArts Entertainment Company. D 
Inc. Published and distributed exclusively by JVC Musical Industries, Inc. 


Programmed by Sculptured Softwa’ 


gned and developed by LucasArts Entertainment Company. 
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~~ RETURN#JEDI 


. 7 * 
THE FIRST TIME, YOUWON. 7) 


\* THE SECOND TIME, THEY WON. - 
) 3 


. 
. 4 — FF 


oY ss THIS TIME... THERE WON'T BE 
A NEXT TIME. 


* fay 7 * 





What you are abott to experience will either destroy 

you—or make you a hero. 

e : . { a6 
~- Vader. Jabba The rancor. The Death Star. The ' > i 

Emperor (yes, the Emperor!f. Mode 7 graphics... © | ae 

Your worst nightmare brought to life in a massive, Y Saab |. 

16-meg galaxy fary far away, % ow 

og ‘ 3 
But don’t panic, young Jedi. You get to play five » 





different Star Wars characters, including Wicket the 
vy, Ewok and Princess Leia. Plus, you’ve got the Force 


on your side. aS 


J 

d 
— ef Training is over. Prepare to face your destiny, 
. f s 


Lune a fee 
@ a5 PED OD e geal oe m= mEgeer 









The only difference is the He may look cuddly, but 
large popcorn and soda. (But give him a bow and Wicket 


you wouldn't have time to can skewer stormtroopers 
enjoy them anyway!) with the best of them. 


LICENSED BY 


; F f 4 3800 Barham Blvd., Suite 305 
Nintendo, Nintendo Entertainment System and Super Nintendo Entertainment System are registered Los Angeles, CA 90068 


trademarks of Nintendo of America, Inc. All other trademarks are the property of their respective owners. 
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see Pee 


3DO 


Presenting 3D0. 


1I" Turbo by Panasonic Software Company, Road Rash” and Shock Wave™ by Electronic Arts, PaTaank™ by PF. Magic, Gridders™ by Tetragon. 


brands or product names are trademarks of their respective owners. © 1994 The 300 Company. All rights reserved. 


The Fastest, most technologically 


warped game machine on the planet. 


and Super Street Figh 


Full-screen, Full color video. 


Killer CD sound. In-your-Face 3D graphics. 


2 
<b 
2 
ro) 

> 

Es 
é 

8 
‘s 
= 


If the 3D0" system were any more realistic, 


you'd be picking alien brain matter 


es, Ltd. 300 and the 300 Logos are trademarks of The 300 Company. All ot! 


out of your ground down teeth. 
So if you're over 17, or just looking 


for an alternative endorphin 


1n Invasion” and Time2Die™ by Studio 3D0, True Golf Classi 


egistered trademark of Virgin Enter 


release, check it out. 
Otherwise, heat the milk to 150°, 


] 3 pour over toast, and call mommy. : : : 
ete eace: ‘ True Golf Classics”: Waialae Country Club® 
Ghoaco, mena: 4123000 
sada Super Street Fighter II” Turbo 
Eatin: 


1993. © 1994 Virgin Interactive Entertainment, Inc. All rights reserved. Vi 


Demolition Man™ and © Warner Bi 


Way of the Warrior” by Unive 





For a 3D0 dealer, call 1-800-REAL-3D0 ext 999. IF you can't Find these products, call 1-800-336-3506 to order them directly from 3D0. 


t’s always hard to find the “just right” pre- 

sent for those special people on your holi- 

day shopping list. This Christmas/Chanukah 

season, the choice will be a dilemma of epic 
proportions if the prospective gift recipient is 
an electronic gamer. 

Buying decisions have never been easy in 
the electronic entertainment field. Television 
and radio are just plain ignorant about interac- 
tive entertainment. Most of their news features 
about it are tacky examples of press release 
journalism. The specialized magazines know 
better, but they don’t always share that knowl- 
edge with the readers. Hype roars through 
their pages just when cool analysis is most 
needed. 

The hardest decisions await those commit- 
ted to buying a new interactive electronic 
entertainment system in 1994. The choices are 
as confusing as they are numerous. Get a cou- 
ple of gamers started, 
and they’ll debate the 
merits of the various 
available machines 
until Sonic has cubs. 

Consumers can hard- 
ly find a system that 
doesn’t deliver good 
gaming these days. 
That’s not the issue. 
Each has strengths and 
weaknesses that any 
prospective buyer must 
evaluate before shelling 
out serious money. The 
goal is to connect with 
the game unit that most 
satisfies your needs at a 
bearable price. 


Blasts from the Past 


Tossing aside all other considerations, elec- 
tronic gaming divides neatly into three parts: 
systems of the past, today’s systems and the 
systems to come. Most EG readers will select 
from the middle alternative, but the other two 
may play important roles. 

Classic systems are growing in popularity, 
as the widespread praise for Joe Santulli’s 
Relics column testifies. The prices and avail- 
ability run the gamut, and it often boils down 
to “how bad do ya want it?” 

While a classic Intellivision or Atari 2600 
makes a good ice breaker at parties, the 
Vectrex is clearly the most desirable of the 
old-time machines. Its unique vector graphics 
monitor presents an array of action-intensive 
one- and two-player contests. Repairs are next 
to impossible, but the components are excep- 
tionally sturdy and a Vectrex will last years 
with normal care. 


A now-obsolete system that is available for 
a song is the TurboGrafx-16. It and software 
are available very cheaply, and many arcade 
game-lovers will enjoy the high-voltage 
excitement and colorful graphics of TG-16’s 
shooters. 


What Will Be, 
Will Be-or Will It! 


Classic systems remain a niche market. The 
audience is growing, spurred by many excel- 
lent fanzines on the subject, but it will always 
be an unusual taste, a connoisseur’s market. 

On the other hand, already announced 
future systems affect everyone who plays elec- 
tronic games. They depress sales of existing 
machines across the board, because some con- 
sumers take a wait-and-see attitude. Research 





No, this isn’t the TurboDuo reborn. 
The new 3D0 employs a less 
expensive flip-up door. 





shows that EG readers own an average of 
more than three systems each, but even the 
most enthusiastic gamers must live within a 
budget. Captivated by come-ons, they may 
postpone buying hardware altogether, until 
they get a crack at the highly-touted new ones. 
Other shoppers might alter which machines 
they will buy this year in light of what they 
plan to purchase in 1995. 

Several high-powered game systems will 
debut in 1995. Nintendo plans the cartridge- 
based Ultra 64, Sony has its multimedia PSX, 
and Sega will introduce the 64-Bit Saturn in 
Japan later this year. 

The Ultra 64, which will start in commer- 
cial arcades and the PSX will be out next 
summer or fall, at the latest. The manufactur- 
ers haven't set the suggested retail prices yet, 
but both Nintendo and Sony are aimed at 
$200. Some industry analysts feel that’s a 
magic number for game-related hardware. 

Nintendo has Killer Instinct to show off 


the arcade version of the system, quite a 
departure in content for a company that turned 
blood into sweat despite the tears of hardcore 
video gamers in Mortal Kombat. 

The Ultra 64 configuration for the home 
uses cartridges, unlike the other two 
Generation X machines. Consumers can 
expect first-wave U64 titles to look slicker, 
play better, and boot faster than the PSX or 
Saturn equivalent. 

The balance of power tips in the opposite 
direction long term. It takes time for designers 
and programmers to exploit a system’s full 
potential. The learning curve is steeper for 
disc-based multimedia, because the upside 
potential is higher. Games on disc can be larg- 
er, include more graphics, and add lots of 
user-pleasing utilities. 

Want a safe bet? Nintendo must have plans 
to introduce a multimedia disc drive peripheral 
for U64. It probably wouldn’t be as soon as 

Christmas 1995, however. 

The PSX is the industry’s current glamour- 
gear. Performance, in terms of graphics, 
sound and animations, is outstanding. Lots 
of companies have started to develop soft- 
ware for the PSX, but Sony is reluctant to 
show their goods to the press so far. 

Sony doesn’t have a good record for intro- 
ducing new technology. Skeptics wonder if 
the PSX will suffer the same fate as 3DO in 
its Panasonic introduction last year. Those 
who make such comparisons forget that lack 
of software hurt the 3DO launch far more 
seriously than any of Panasonic’s marketing 
and promotional shortcomings. 

A system without software is just about 
worthless. The PSX doesn’t appear likely to 
suffer from that weakness, given the industry 
enthusiasm for it. 

The Saturn, perhaps surprisingly, is a less 
certain introduction. Sega and Atari’s recent 
cross-licensing agreement (see “Hotline” and 
“Deals” in this issue) is sure to have 
consequences for both companies. 

Sega has made no official statement on the 
future of the Saturn in this country. A quasi- 
related hardware unit, the Mars, works reliably 
in arcades, but there have been questions 
about the Saturn’s ability to perform. Another 
worry: the architecture uses chips from several 
sources, which makes it difficult to redesign it 
into a simpler, less expensive configuration. 

Whether it’s the Saturn or a different 
system, Sega will certainly do a 64-Bit 
machine. If it goes back to the design bench, 
however, it could push the introduction to 
Christmas 1995 or into the following year, or 
even later depending on game development. 
(Note: EG will continue to refer to Sega’s 
64-Bit system as the Saturn until the company 
formally reports a change in its plans.) 


What You Want is What You Need-or What! 
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FLY THe Bel! 





THE BEST GAME 
CONTROLLERS 
FOR YOUR 
ie iay 


CH Products offers gamers quality 
joysticks, flight yokes, gamecards, and 
trackballs for all games and simula- 
tions. We've taken our line of 
peripherals and expanded into 
and 300." From advanced 
computer pilots and auto racers to 
those just taking off. 
CH Products has the 
right controller for you, 
all Made-in-the U.S.A. 





PRODUCTS 


CH Products lets you fly higher, move 
faster, reach farther! 





CH Products / 970 Park Center Drive / Vista, CA 92083 
Phone: 619.598.2518 Fax: 619.598.2524 


The |b-bit Conundrum 


Time is overtaking the 16-Bit game 
consoles. This will still be a big cartridge 
Christmas, but it figures to be the last. SNES 
and Genesis cartridges will continue to sell 
through 1995, but we’ ve passed the peak. 

As often happens when a system is about 
to decline, 16-Bit carts are setting new quali- 
ty standards. Tops during fourth-quarter 1994 
will be Mortal Kombat I, Maximum 
Carnage, Final Fantasy III, Donkey Kong 
Country, Lion King and Sonic and 
Knuckles. The majority will be on both sys- 
tems, but FF III and DK Country are exclu- 
sive to SNES, and S&K is just for Genesis. 

Most EG readers already have a Genesis, a 
SNES or both. This could be a good time to 
buy either machine. The price is low, there’s 
still lots of good new 
titles, and the cart 
prices will 
trend down 
to very 










attractive levels 
in January. And 
it won’t be that 
long before video 
stores start reducing their 16-Bit inventory. 


Hon the tnot 


Sega’s 32X is a solid investment for anyone 
who already owns a Genesis. Star Wars 
Arcade and Virtua Racing are both very 
strong entries, especially for the first wave. 
The initial software catalogue won't be large, 
but will improve as development houses 
switch from the.conventional Genesis. Any 
delay in the introduction of a 64-Bit console 
will induce more companies to target the 32X. 

The $150 price tag is a prime selling point 
for 32X. So is the fact that it will extend the 
life of the Genesis system. Gamers have a big 
investment in cartridges, which 
aren’t much good once 
another system takes over. 


The Heavy 
Hitters 


Three systems move 
into the spotlight this holi- 
day season: Jaguar, 3DO 
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and CD-i. None 
have broken through with the U.S. audience, 
though all have the potential to do so. 

Philips’ CD-i is the most successful mullti- 
media console worldwide, though penetration 
in North America is still fairly low. 

CD-1 is very light on shooters, action games, 
and well-known titles. That is changing for the 
better, but Philips’ broad perspective makes it 
less adept at specifically targeting the U.S. 
market. Non-interactive software, mostly 
movies and video music concerts, make CD-i 
more valuable, and the emphasis on edutain- 
ment makes it appropriate for families with 
young children. 

The 3DO movement isn’t quite as dead as 
some reported last winter. The first Christmas 
didn’t go well, but they’ ve licked most of the 
problems, including the stiff price. A 3DO 
console is now less than $300, considerably 
less at discount. (The Bulldog, with more 
memory and other enhancements, is scheduled 
to premiere in the first-half of 1995.) 

Certainly, 3DO software has improved 
enormously. Gridders, Road Rash, Star 
Control II, Shockwave and Way of the 
Warrior are only some of the excellent games 
now on store shelves. 

Jaguar didn’t set sales records its first year, 
either. Limited distribution held hardware 
sales down, and there is not a lot of innovative 
software. Wolfenstein 3D is the season’s 
hottest release, and Tempest 2000 is one of 
the best re-interpretations of a classic for any 
system. 

Worries about Atari’s ability to market the 
Jaguar and produce adequate software don’t 
seem as legitimate in the wake of the Sega 
accord and Time-Warner’s obvious intention 
to back Atari, in which it is a major 
stockholder. 

Software development problems still 
dog the Jaguar. Atari hasn’t shown 
much skill at creating new games or 
working closely with third-party 
providers. If they can vault 
that hurdle, the Jaguar will 
roar in ‘94 
and beyond. 


Nothing deedy about CD-ROM 


Those used to thinking of computer enter- 
tainment as the backwater eddy need to recali- 
brate for the mid 1990s. Within the next year, 
there will be 16 million computers equipped 
with multimedia installed in this country. 
Video gaming will rise again, but this is defi- 
nitely the most dynamic segment of interac- 
tive entertainment today. 

The bundled multimedia computer systems 
have the advantage of completeness and easy 
setup, but they aren’t perfect. Watch out for 
systems put together with generic video and 
soundboards. These elements are so vital to 
the system that anything less than a name 
brand card just won’t do. 

The fundamental hardware choice is 
between a 486 and a 586. Excellent prices 
make a 486 with a high execution speed (a DX 
II) a good choice. Users who love the really 
huge and complex games should think 
Pentium, or they may find that some 1995 
software won’t work well on their machines. 

Those who already own a computer and are 
thinking about a CD-ROM drive should see 
double, if not triple. The single-speed multi- 
media drives are fading fast, and there are 
already programs that don’t execute on any- 
thing wimpi- 
er than a 
triple- 
speed 
unit. 











Don’t forget 
the modem! A 
Hayes-compatible 
with 9600- and 
14,400-baud capability is what you 

want. Playing games via telecommunications 
is shaping up as the gaming craze of 1995, and 
the modemless will be lonely. 


(heck Please! 


As always, it comes down to individual 
taste. Sports gamers should give extra atten- 
tion to Genesis, Sega CD and 32X, while 
RPGers and strategy gamers must always look 
to high-end computer for the state of the art in 
their favorite categories. 

The best advice is to try as many of the 
systems as possible, including previewing the 
games. The choices have never been tougher, 
nor more fun to make! 
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Fly higher with VIRTUAL PILOT PRO™! Taking the 
best features of the award-winning VIRTUAL 
PILOT™ plus added viewing capabilities and fire 
buttons, it is ideal for advanced flight simulation 
and driving games. For those who take their game 
playing seriously! For |BM PC-compatible computers. 


9 the cockpit and experience your most 

se flight ever with FLIGHTSTICK PRO for 
DO™, the first 3D0 analog joystick. A thrill to 

use with 3D0 software from companies like 


Crystal Dynamics, Domark, and Dynamix! 


Take total control of your aircraft without ever 
removing your hand from the stick! 
FLIGHTSTICK PRO for Macintosh™ features a 
programmable trigger, three fire buttons, and a 
programmable eight-way switch. It attaches to 
the ADB port found on Mac SE or later models 
and requires 6.0.7 software or higher. 


Fly the best! 
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Look FOR THESE AND MANY MORE PRIMA BOOKS AT YOUR | 
FAVORITE BOOK AND ELECTRONIC STORES INCLUDING: 








Waldenbooks Electronics Boutique me Comp USA 
Brentanos -Software, Etc. By Dalton : 
__ Barnes & Noble Computer City Tower Video and Computer Game Books 
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by dteven l. hent 


aking the perfect computer system for 

business applications requires little 

strategy—spend money, buy lots of 

RAM, throw in the latest super- 
processor, and purchase the most expensive 
equipment. Designing the best system for 
playing computer games and entertainment 
applications is not as easy. 

Game systems can’t be judged by gigabytes 
and megahertz alone. Since games are played 
for entertainment, personal taste is as impor- 
tant as processing speed when creating the 
perfect game system. Electronic Games 
approached seven of the biggest names in the 
computer game industry to find out what 
insiders consider to be the “ultimate system.” 


AY Lowe 


Company: 

Sierra On-Line 
Company Title: 

Game Designer 
Recent Hits: 

Leisure Suit Larry 6, Freddy Pharkas 
Industry Reputation: 

Al Lowe is the “Benny King” of game cre- 
ators. Lowe’s golden child—Larry Laffer, 
a.k.a. Leisure Suit Larry, is less erotic than 
irreverent, but no one disputes the humor that 
has made Lowe one of the most recognized 








Power, power and more power. Speed seems 
to be number one on these professionals’ lists. 





game designers in the industry. 
lowes Dream dystem: 


A Notebook Computer with One Docking 
Station for the Home and One for the Office 
Processor: 

Pentium processor—90 megahertz 
Screen: 

Notebook: 10” Active matrix color screen. 
Stations: 17” Color monitor 
Sound: 

Notebook: 16-bit Sound Blaster compatible 
sound card with two built-in speakers 
Stations: Computer hooked up to stereo ampli- 
fier with Roland MT-32 
Memory: 

16 megabytes Random Access Memory 
(RAM) 

Storage: 

Notebook: One gigabyte hard disk, no flop- 
py or CD-ROM drives “When I’m on the 
road, | want my computer to weigh as little as 
possible.” Stations: Either a writable optical 
back-up or a tape back-up, 4 spin CD-ROM, 
3.5” floppy drive. 

Special Concerns: 

Notebook should have a trackball by the 
space bar with buttons on either side “like the 
Apple.” 

Notebook letter keys should be full-sized 
(19 Millimeters). 

All notebook ports must be accessible dur- 
ing docking—’"as they are with the Mac Duo.” 

Notebook must be able to sleep during bat- 
tery change. 





Batteries should 
recharge during dock- 
ing. 

Comments: 
Al Lowe is actively 


that fits this descrip- 
tion. “It’s funny that 
you called me about 
this. I’ve just finished 
writing out my list. 
I’ve called all of the 
major manufacturers 
and a few of the 
minors. So far 
Midwest Micro is the 
only company I’ve 
found that is headed in 
the right direction.” 


looking for a computer 


iteve Witael 





Company: 

Access Software 
Company Title: 

Vice President of Marketing 
Industry Reputation: 

Though he is not a game designer, Steve 
Witzel has an industry-wide reputation for his 
savvy and impeccable knowledge of computer 
software. Surprisingly, this marketing man 
seemed to be as interested in sound as he is in 
the overall power of the system. 


Witeel’s Dream dysten: 


Processor: 

Pentium processor—90 megahertz “In six 
months I will change that to 150 megahertz.” 
Screen: 

17” Color monitor (Witzel mentioned the 
IBM Model 9527, also called 17P.) 

Sound: 

Sound Blaster 16 sound card with a Roland 
Wave Table and M&K stereo speakers. 

“Tm a real audio fanatic. I would put on an 
Onkyo Surround Sound system with four 
small speakers—two in the front and two in 
the rear.” 


talking the Ideal dystem: 


fame Dest 
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qners dnare Their Wish lists 


Memory: 

32 Megs RAM “There’s no need for more.” 
Storage: 

Two gigabyte hard disk with 10 millisecond 
access (When Al Lowe heard this he wanted 
one.) 

Gigabyte Read-Write optical drive (When 
Al Lowe heard this he wanted one too.) 

Pioneer Quad PC CD-ROM Changer (Lowe 
liked this selection and complimented Witzel 
on his excellent taste.) 

3.5” floppy disk drive 
Communications: 

28.800 Baud Modem 
Special Concerns: 

“Intel recently asked us what innovations 
we wanted to see. I told them that Dolby AC-3 
was where they ought to be in their next gen- 
eration.” Dolby AC-3 is a sound standard that 
offers 5 plus | channels of sound. 


Robb Aluey 


Company: 

Virgin Interactive Systems 
Company Title: 

Senior Producer 
Recent Hits: 

Aladdin (Sega Genesis), Jungle Book 
(SNES, Genesis, NES), The 7th Guest, Dune, 
Dune 2 
Industry Reputation: 

Robb is one of the new generation of indus- 
try wonder kids. Though he jokes around 
about being “too demanding” during projects, 
all of the projects he has overseen reflect his 
high standards in creativity and quality. 


Alveds Dream tystem: 


A Console with the Power of a Computer 
Processor: 

“Unimportant. I don’t care what kind of 
processor it has as long it plays games well. 
There’s too much talk about 16-Bit versus 
32-Bit versus 64-Bit processing.” 


A 


Roland Sound Card 


Screen: 

Robb is less concerned about the screen 
than the resolution of the system’s output. He 
wants the system to have “‘laser-disk quality” 
resolution. 

Memory: 
24 megabytes Buffer “Current systems have 





very limited buffers. I would love to do a Sega 
CD version of Aladdin, but I would have to 
load the full game into a 4 megabyte buffer. 
Storage: 

I prefer CD-based game systems 
Special Concerns: 

Robb Alvey is concerned with making PC 
gaming as simple as possible. “Any time you 
make things simpler, the mass buy into it. For 
me, the ultimate would have to be a console 
system that allows you to simply stick in a 
game and play. Only us techno-weenies care 
about configuration. 

Comments: 

“Video is a growing factor in computer 
games, but people won’t appreciate it until it 
looks like it’s off a laser disk or at least a 
videotape. Perhaps an MPEG cartridge or 
some sort of built-in video cartridge will 
achieve that.” 


Richard “lord 
British’ Garriott 





Company: 

Origin Systems 
Company Title: 

Vice President and Co-Founder 
Recent Hits: 

Pagan: Ultima 8, Wing Commander 
Industry Reputation: 

Richard Garriott is simply one of the estab- 
lished names in computer games. Origin is 
known for publishing classic titles that push 
computer hardware to its limits. Garriott’s 
Ultima series is one of the most followed 
RPG series ever published. 


farriotts Dream dystem: 


Processor: 
Pentium processor—90 megahertz “And I 


have exactly 0 brand preference among manu- 
facturers. The best manufacturer seems to 
change from year to year.” 

Screen: 

17” Color SVGA monitor “Any bigger than 
17” and it’s hard to follow when you’re too 
close. I have a 40” monitor that I use for 
demonstrations.” 

Sound: 

Roland Sound board “Roland is my one and 
only brand preference in any category.” 
Computer sound system should be wired 
through a Bang & Olufsen stereo. 

Memory: 

32 Megabytes RAM “Really, 16 Megs is 
adequate.” 
Storage: 

Both 3.5” and 5.25” floppy drives for tradi- 
tion’s sake, hard drive with hardware cache, 
four-speed CD-ROM drive. I'll get it, but I'll 
be crying because it’s not fast enough. 
Special Concerns: 

Richard Garriott is unimpressed with the 
current state of multimedia technology, which 
he views as too slow. He would like to see 
manufacturers switch from Constant Linear 
Velocity CD-drives with ruby red lasers to 
Constant Angular Velocity CD-drives with 
faster blue lasers. 


Will Wright 


Company: 

Maxis Software 
Company Title: 

Living Legend (Seriously! Call the Maxis 
operator and ask for yourself.) 

Recent Hits: 

SimCity, SimCity 2000 
Industry Reputation: 

His official corporate title puts it all in 
perspective. With the possible exception of 
Romero and the Carmacks (creators of 
DOOM), Will Wright is the most imitated 
game designer in history. 


The Wright dystem: 


“Please understand that I hate the PC and 
love the Macintosh. I do all of my work ona 
Mac. Most of the best games are for the PC.” 
(Wright’s recent favorite games include TIE 
Fighter and Myst.) 

Processor: 

Pentium processor—90 megahertz 
Screen: 

17° Color SVGA monitor (“NEC, or who- 
ever is making a good monitor with a flat 
screen.”’) 

Sound: 

“The best cards I’ve heard have been from 
Roland” 

Memory: 

16 Megabytes RAM as a minimum configu- 
ration 
Storage: 

Four-speed CD-ROM drive. He hates CD 
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caddie systems. “They take too long. I can do 
it with one hand in less time.” 
Joystick: 

Gravis Analog for most games 
Special Concerns: 

“Tm not all that IBM literate and I don’t 
care to be. The biggest pain in making games 
work is configuring the system properly. 
Comments: 

When asked what he thought of the new 
plug-and-play standard under development at 
Microsoft, Wright commented, ““They’ ve 
finally reinvented the Mac.” 


Daron dtinnett 





Company: 

LucasArts Entertainment Company 
Company Title: 

Project Leader 
Recent Hits: 

Daron Stinnett is most well known for 
Dark Forces, the much-anticipated “Doom on 
a Death Star” game due out next year. Prior to 
that, he worked at Spectrum Holobyte where 
he worked on such noted projects as Mig 29 
and Flying Tiger. 

Industry Reputation: 

Daron Stinnett is part of the bright new 
generation of programmers and designers that 
have re-invigorated the gaming industry. His 
work on Dark Forces has helped distinguish 
it as one of the most innovative 3-D action 
games ever produced. 


itinnett’s Dream dystem: 


Processor: 

Pentium processor—150 megahertz “When 
you ask me for an ‘ultimate system’, I’m 
assuming you mean the best equipment 
available.” 

Screen: 
17” Color SVGA monitor “Having a large 
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enough monitor is really important for 
multimedia.” 

Sound: 

An “all-in-one” sound card that combines 
16-Bit sound, wave table and 32 voices. 
Stinnett refused to name brands, but the Sound 
Blaster AWE 32 is one of the few cards to 
match that description. Stereo speakers. 
Memory: 

16 Megabytes RAM 
Storage: 

Four-speed CD-ROM drive; 500 megabyte 
hard drive—"though you can still get away 
with a 250-Meg drive.” 

Joystick: 

“You should be able to map multiple joystick 
buttons through the keyboard. It’s worth 
spending extra money to get the right 
joystick.” 

Comments: 

“It’s a real mess configuring more than one 
sound device in your computer. That’s why an 
all-in-one card is so important.” 


did Meier 








Company: 

MicroProse Labs 
Company Title: 

Vice President of Creative Development 
Recent Hits: 

Civilization, Colonization: Create a New 
Nation 
Industry Reputation: 

Sid Meier is on the top tier of game design- 
ers in the world. With titles like Colonization 
and Civilization, Meier is one of the few 
game designers with a personal following— 
similar to famous novelists and directors, he is 
able to sell software on the basis of his strong 
reputation. 


Meiers Dream dysten: 

“My ultimate system is the computer sys- 
tem that lets me see games the way my cus- 
tomers see them. It won’t be the most awe- 
some turbo charge thing on the market, but it 
suits my needs.” 

Processor: 

486-66 processor 
Screen: 

14” Color SVGA monitor 
Sound: 

Sound Blaster 16 with Midi port, Roland 
powered speakers. “I think it is important to 
have good speakers.” 

Memory: 

16 Megabytes RAM as a minimum configu- 
ration 
Storage: 

Double speed CD-ROM drive, 5.25” and 
3.5” floppy drives, hard drive 
Joystick: 

“Nothing you have to strap yourself into.” 
Mouse: 

Microsoft Mouse 
Special Concerns: 

One of the most important things is where 
you set up your computer. I would set up my 
system in a nice part of a room where I won’t 
be disturbed.” 
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Po. asonic presents the R:E-A:L™ 3D0™ 
Interactive Multiplayer™. More powerful, more 
colorful, more versatile than ordinary systems. 
Warning. You may experience motion sick- 
ness. Be advised. Your heart rate may exceed 
normal levels. Caution. Play at your own risk. Hey, we're talking the 
R:E-A:L 3DO system, baby. The most intense, realistic system 
currently Known to man. i a 
We're talking up to 50 
times more power than 
ordinary PCs and video 
= game systems. Photo 
realistic picture quality 
with up to 16 million 
colors. Custom multi- 
media architecture that \ \ 
takes interactivity Dozens of mind-blowing titles 
to a whole new and more are on their way. 
dimension. The R:E-A‘L 3DO system even 
plays audio CDs, photo CDs and soon 
video CDs.* This is the one system that 
makes it all feel real. 

Don't believe us? Pop in one of dozens of 
3D0 titles. Like Road Rash". Whoa! What's 
this! Suddenly, you're on a high-tech motorcy- 
cle. As you speed through the squalor of 
decaying cities, you spot him. Too late. 

Instantly, some bozo is in your face. Bang! He 
nails you. You're sliding down the street and final- 
ly your rash-covered body comes to a halt. You 
dust yourself off, get back on your bike, and 
the nightmare continues. If this game was 
any more real, you'd have motorcycle tracks 
on your back. 

So stop playing games. Start playing for 

real. To connect with the dealer nearest you, 
call: 1-800-REAL-3DO EXT. 123. 


With optional adapter. 
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3DO INTERACTIVE MULTIPLAYER™ 


Panasonic’ 


just slightly ahead of our time.® 


3D0, the 3D0 logos and Interactive Multiplayer are trademarks of The 300 Company. The Electronic Arts logo is a trademark of Electronic Arts, Inc. 


by dteven lt. hent 


efore entering into a serious discussion 

about Nintendo’s place in today s acceler- 

ated game market, a few misconceptions 

must be addressed. First of all, Nintendo 
is not going bankrupt, gasping for breath, or 
even losing money. Still the largest home 
game console manufacturer in the world, 
Nintendo has over 3 billion dollars in the bank 
and continues its debt-free operation. 

The next misconception is that Sega rules 
the entire video game market. Sega took con- 
trol of the lucrative 16-Bit market last year. 
But Sega no longer competes in the rapidly 
evaporating 8-Bit arena, and Game Boy sales 
vastly outnumber Game Gear sales. Nintendo 
has plans to recapture the market over the next 
year, and while Howard Lincoln, chairman of 
Nintendo of America, openly speculates that 
the glory days of owning 80 percent of the 
market are gone forever, he predicts his com- 
pany will retake its leadership role. 

The best way to understand their unshaken 
confidence is to consider what Nintendo of 
America has already accomplished. 





None of these games have been great. I didn’t 
earn any money, and now the final blow is a 
game called Donkey Kong, which even my 
lawyer can’t understand.’” 

Arakawa: “T think you tried not to laugh.” 
Lincoln: “I did laugh. You were laughing 
yourself, and Ron was just shaking his head.” 

Though he first started working with 
Nintendo in 1981, Howard Lincoln did not 
take a full-time position until 1983. 

“T spent most of 1982 traveling with Mr. 
Arakawa. We were a small company,” says 
Lincoin. “We worked in an open warehouse. 
We were really a small company until 1986. 
Until 1985 we only had 75 to 80 employees.” 

In 1985, Nintendo of America released the 
Nintendo Entertainment System, an American 
version of their Japanese Famicom system. By 
this time, other companies had updated tech- 
nology. Though the releases of NES and Sega 
Master System were almost simultaneous, the 
Master System was far more advanced with 
larger memory and processing speed. 

The NES came with Super Mario 
Brothers. The Sega Master System came with 
a motorcycle game. In the end, the games 
themselves proved to be more important than 


Tne Big Men from ig I 


intends executives discuss the companys history and future 


The Beginning 


Minoru Arakawa, President of Nintendo of 
America: “In the beginning, Howard thought 
that we (Nintendo) didn't have any money, so 
every time I saw him, he tried to introduce me 
to some other lawyer.” 

Lincoln: “I do remember that day. The fel- 
low that was setting up the distribution for 
Nintendo Coin-Op, working for Mr. Arakawa, 
was a client of mine named Ron Judy. Ron 
had been working for Mr. Arakawa for about a 
year, setting up this coin-op distribution net- 
work. He was going to be compensated on a 
commission based on game sales. The games 
that had come in that year had not been as 
strong, so Ron was really strung out. 

“Poor Ron. I can still see him sitting there 
when Mr. Arakawa said, ‘We have this new 
game and we need to get it trademarked. The 
name of the game is Donkey Kong.’ And I 
said, ‘Pardon me. What was that? Donkey 
Kong? How do you spell that?’ I remember 
Ron saying, ‘Yeah. Can you believe that? 
Donkey Kong!’ 

“Tt was at a point in time when Ron was 
thinking ‘what have I gotten myself into? 


58 Electronic Games 





the system on which they ran, and Nintendo 
established a hold that Sega could not break. 

“This is not a hardware battleground,” 
explains Peter Main, Nintendo vice president 
of marketing. “This is a creativity battle- 
ground.” 

“When we first introduced the NES, Mr. 
Arakawa played every game, even third-party 
licensees,” says Lincoln. “After a year, there 
began to be too many games.” 

“They were able to capture a near monop- 
oly of third-party publishers through the late 
1980s,” says Bill White, vice president of 
marketing at Sega of America. “We were 
unable to compete in that environment.” Still a 
dominant force in arcades and preparing to 
release a 16-Bit game system, Sega backed 
away from the lucrative 8-Bit market. 


The Humble Beginnings of Ib-Bit 


Sega and NEC both released 16-Bit game 
systems more than a year before Nintendo 
released the SNES. The same year that Sega 
released the Genesis, Nintendo enjoyed a ban- 
ner year, setting new sales records with its 
8-Bit system. Super Mario Brothers 3 was 


released in 1990 and became the best-selling 
video game in history. Though there was little 
doubt that the Sega Genesis was far superior 
to the lowly 8-Bit NES, gamers did not defect 
to 16-Bit systems as quickly as expected. Few 
of Genesis’ first titles showed off the system’s 
potential. According to Bill White, the seeds 
for Sega’s later success were planted then. 

“With the new system, we were able to 
attract members of the creative community 
that we had not been able to reach before,” 
says White. “Working with Sega offered an 
alternative to Nintendo. We were more lenient 
to work with and did not charge stiff royalties. 

“The most important attraction was the sys- 
tem itself. Game makers like working with the 
newest technologies.” 


“When you’ ve got the goods, then you’ ve 
got the goods,” explains Peter Main. “Last 
year we only had three new first-party titles. 
It’s the first-party titles that let you define 
your system and what it can do.” 

As 1993 progressed, Sega not only caught 
up to Nintendo, it pulled ahead in the 16-Bit 
market. In November, CBS consumer affairs 
reporter Herb Weisbaum announced the 
results of his 1993 Toy Test. Though most of 
the 15 highest-rated games were for the SNES, 
four of the top five were for the Genesis or 
Sega CD systems. 

Nintendo’s thoroughbred marketing team 
had not lost its talent for promotion, they just 
had less products to promote. While Sega 
introduced an entirely new Sonic adventure, 


“If you think about it, we’ve managed to introduce 8-Bit, 
16-Bit, and Game Boy platforms around the world and end 
up with a worldwide franchise that’s all cash and no debt. 


That’s not a bad record.” 


At the end of 1990, as Nintendo prepared 
to unveil their much anticipated 16-bit system, 
Sega introduced Sonic the Hedgehog as both 
a game and the new company mascot. Sonic 
was greeted with critical acclaim. 

“The success of Sonic wasn't just because 
he was fast. Sonic achieves that rare balance 
that makes for a great video game,” says 
Main, referring to the seemingly impossible 
mixture of humor, challenge, action and 
graphics that go into making a top video 
game. According to Main, not many games 
achieve it. 

The flurry of attention that surrounded the 
1991 release of the SNES invigorated the mar- 
ket. According to Main, Nintendo sold 1.5 
million SNES units for $199 within 120 days. 

“We spent $25 million on advertising and 
sold 1.5 million units. If we had priced the 
SNES at $149, we could have sold 3 million.” 


Gega vs. Nintendo: Round ¢ 


Though there is some discussion about 
when Sega started to retake the 16-Bit market, 
most eyes turn to Sonic Tuesday, the day in 
November 1992 when Sega released Sonic 2. 
By this time, Sega had established itself as the 
system of choice for sports simulations and 
had cultivated an older market. By the middle 
of 1993, Sega had caught up to Nintendo in 
sales and began to pull away. 

Whether it was because of Sega’s underdog 
image or a general fascination with the demise 
of an institution, the media focused on the 
shift in the market. Articles predicting the 
death of Nintendo appeared in papers and 
magazines. Reporters talked about the compa- 
ny as if it were near bankruptcy rather than 
simply losing ground to a powerful rival. 


—AHoward Lincoln, 
chairman of Nintendo of America 


Nintendo’s Mario was still in reruns. 

“Mr. Yamauchi (the president of Nintendo 
Co. Ltd.) would not risk the integrity of the 
business by saying a product is the best it can 
be and sending it out too soon,” says Main. 
“We had lots of products under development.” 

One of the biggest disasters came with 
Acclaim’s release of Mortal Kombat for 
home video systems. Nintendo, in accordance 
with its reputation for providing family enter- 
tainment, required Acclaim to remove all of 
the controversial fatality moves from the car- 
tridge. Sega left the game intact. 

“We lost $10 million in software sales,” 
says Perrin Kaplan, Nintendo’s manager of 
corporate communications. “There is no way 


tridges, the company will introduce eight new 
16-Bit titles in the last half of 1994. That 
includes Donkey Kong Country, the most 
graphically-advanced video game ever 
released. While Sega and Sony have new 
systems coming out, Nintendo is waiting 
another year before introducing its Ultra 64. 

“Tf the industry has lacked anything in the 
last two years, and maybe throughout the 
entire 16-Bit generation, it’s been innovation. 
There have been too few quantum leaps,” 
according to Peter Main. “There’ve been 
games with good graphics or good story lines, 
but there have been too many sequels. Only 
now are developers starting to take advantage 
of 16-Bit technology.” 

According to Main, waiting to perfect their 
64-Bit system was the right idea. “When we 
said it would take two years to get a 64-Bit 
system on the market, people said that we had 
just sown the seeds of our demise,” says Main. 
“Tm up to month 16 and the Sega Saturn is 
still not a fact in the marketplace. The Sony 
PlayStation is still not a fact. I don’t see the 
world as having beaten us.” 

During the time that other companies will 
release their new super systems, Nintendo 
plans to squeeze more performance out of 
their 16-Bit SNES. “This car goes 200 miles 
an hour,” says Main, referring to the SNES, 
“and we’re only running at 90.” 

Arakawa, also defends the decision to wait. 
“Kids can live without entertainment. They 
need to eat, and they need clothes, but they 
can live without a new entertainment system. 
Saturn, 3DO, Jaguar and Sony will not suc- 
ceed if their software is not better than 
Donkey Kong Country—which is available 
without buying a new system. These other 
systems are too expensive.” 

In November, Nintendo will officially 
announce a new 32-Bit, stand-alone Virtual 


“In the Beginning, Howard [Lincoln] thought that we didn’t 
have any money, so every time I saw him, he tried to intro- 


duce me to some other lawyer.” 


to estimate the lost hardware sales from peo- 
ple who decided to buy a Genesis so that they 
could play the game.” 

“Kids weren’t the only ones calling in to 
complain about the SNES version of Mortal 
Kombat. We got calls from irate parents,” 
says Lincoln. “When parents call in and tell us 
not to censor our games, or threaten to sue us 
for misrepresenting a game, it sends a strong 
message.” 


fearing Up for Round 


“Last year’s shortages will be next year’s 
table of bounty,” says Main as he revs up 
Nintendo’s marketing machine for a busy 
year. Including a few recently-released car- 


—Minoru Arakawa, 
president of Nintendo of America 


Reality system nicknamed 32VR. According 
to Howard Lincoln, efforts are in place to 
insure that by its release the new system is 
supported by an assortment of software. Along 
with the new systems and games, Nintendo 
has upcoming announcements that include 
new chip technology, new developers for the 
Ultra 64 system, and new strategic alliances. 

According to Lincoln, Nintendo will do bet- 
ter in the next 10 years than they did in the last 
10. “Every time we come out with a new 
game, we’re challenging ourselves to improve 
upon our last cartridge. Our standards get 
higher and higher.” 

“Our next generation after Donkey Kong 
Country must be much better,” adds 
Arakawa. “That will be a very big challenge.” 
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Limited first editions of Burn:Cycle contain a separate original hardcore rave soundtrack CD. *Suggested retail price. International Tennis Open ©1992 Philips Interactive Media France and Pathé Interactive. All rights reserved. Compton's 
Interactive Encyclopedia ©1992 Compton's New Media, Inc. All rights reserved. ©1994 Philips Media. All rights reserved. Both the copywriter and the art director of this ad would like to say hi to their respective moms. They'd also love to get CD-i players for Christmas. 
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Click forward to the year 2063 *:<« where you've become a jaded «ic nihilistic data thief named Sol Cutter «ic witha 
neural implant jack in your neck *:c« and one day while downloading corporate secrets ‘i: into the software inside your 
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| n one of the boldest strokes in the history of 

) entertainment software, Sega of America 

i reversed a trend that was all but carved in 
stone within the video game hardware 

business. 

In the past, when a video game technology 
was declared passé, one of two things hap- 
pened. Either 1) the later-generation software 
was upgraded with specialty chips (as 
Nintendo did with its NES games), increasing 
the price of new software throughout the life 
of the hardware. Or 2) a new system would 
appear with a backwardly compatible periph- 
eral to allow users to play their previous 
generation of software. 

Sega’s 32X, on the third hand, represents 
the first major attempt to enhance—rather than 
replace—existing video game hardware since 
a small company named Arcadia produced an 
audio cassette, tape-based peripheral called the 
Supercharger which powered up the Atari 
2600 back in the early ‘80s. 


Mleet.the “H” factor 


But what is this strange new peripheral with 
the hubris to declare that it can transform a 
mere 16-Bit video game configuration into a 
32-Bit mega-Genesis? Where does it come 
from?And what does it want!? 

Frankly, the 32X is a holding action, a 
viable alternative to first-generation 32-Bit 
technology that users can experiment with at a 
reasonable price. It also give users the oppor- 
tunity to expand their current system without 
having to replace their entire system. 

First, let’s take a peek under the hood and 
see what makes this baby run: 

The specs are impressive-sounding. The 
32X boasts twin 32-Bit RISC processors run- 
ning at 23MHz and 40 MIPS; while 68000, 
Z80, VDP and 32X VDP co-processors per- 
form more menial tasks behind the scenes. 
Not only that, the 32X can run 32,768 colors 
simultaneously, and possesses 4 megabits of 
internal RAM. 

The 32X is 40 times faster than the Genesis 
id can render 50,000 polygons a second. 
is enhanced technology delivers some 


impressive texture mapping while consider- 
ably improving the rotation and scaling effects 
seen on the Genesis. 

It even makes the red-headed stepchild of 
the Sega universe—the Sega CD—run more 
efficiently—but more on that later. 


delling Project i 

The SoA battle Lhe ae) the 32X seemed 
alternately brilliant and uncertain. 

SoA’s mouthpiece publication, Sega 
Visions, for example, informed readers in the 
August-September issue that the 32X would 
be available for “Less than $150”, while the 
list price as of early September was up slightly 
to $160. 

There was also confusion over Sega’s boast 
at Gamer’s Day that the 32X would offer 
direct video output, eliminating RF scuzz from 
gamers’ lives once and for all. 

Then came the question of whether or not a 
starter game would be included with the new 
upgrade peripheral. 

In August, Sega told EG that a free piece of 
32X software would be included with the 
peripheral, but that a decision as 
to which game it would 
be had not yet 
been 














reached (scuttlebutt within SoA had Virtua 
Racing and Doom the likeliest candidates). 

Virtua Racing seemed like the smart bet; 
Genesis gamers had already willingly shelled 
out $100 for an inferior version on the 
Genesis. Including Virtua Racing with the 
32X would appear as a magnanimous gesture 
while sparing Sega the embarrassment of fore- 
ing gamers to buy the same game twice within 
six months. 

Then came what appears to be the final 
decision: consumers will not receive a free 
game packed with the 32X; they will instead 





receive half a dozen $10 discount coupons— 
one good for each of the six titles which will 
be initially available for the system (see list 
below). 

Finally, Sega had to decide how many—and 
which—games it could produce in time for the 
32X rollout. The 32X is a demon at handling 
polygons, so kicking off with a new version of 

Virtua Racing and a home edition 
of Star Wars Arcade were 
no-brainers. 

Yet despite 
howls of protest 
from the faithful, 
Sega’s hot new 

token-eater, 

Virtua 

Fighters, has 
pointedly not 


been included 


. 


2 


32X software, and seems destined not to arrive 
on home shores until the advent of a next gen- 
eration system, be it Saturn (doubtful), Mars, 
Uranus or Pluto. 

Sega is also promising that the 32X will 
continue to be the arcade action-oriented 
dream machine for the teen members of 
Generation Y. The Saturn, if it is actually 
released, will wind up selling in the $400- 
$500 range. It’s being touted as a more adult, 
sophisticated machine—a lot like the system 
Trip Hawkins talked about when he hyped the 
3D0 two years ago. 





Lining the library thelves 


A fight game, of course, was an absolute 
must-have for the 32X platform. However, 
since Virtua Fighters won’t be making the 
32X scene—at least in the early rounds 





a 


sufficiently violent benchwarmer, Cosmic 
Carnage is being sent up to pinch hit. 

A Doom-style contest was another require- 
ment, but since Sega had the rights to id’s 
super-successful Doom itself, this wasn’t 
exactly a problem. 


Unfortunately, much of the enthusiasm sur- 
rounding the 32X version of Doom depended 
upon the promise of six-player simultaneous 
modem play via the AT&T Edge16. However, 
the Edge was recently edged out of the mini- 
modem sweepstakes, reportedly because of 
problems with the synchronization of game 
starts. Still, there is hope on the horizon. With 
the Edge out of the way, chances are very 
good that Catapult or a similar advanced tech- 
nology will take its place. The only remaining 
questions are when and will it still be compati- 
ble with this version of Doom? These may not 
be answered before the release. 


A pair of sports entries finish off the initial 
releases: Motocross Champion is a rugged 
simulation of the closest real-world equivalent 
to Road Rash, while the turf on a realistic 
Golf game is also being laid down. 


duperior (D Action 


Another benefit of the new peripheral will 
also be exploited: it turns out that the Sega 
CD—something of a white elephant among its 
more successful cousins—is capable of superi- 
or performance when running through the 
SVG 

Sega CD software will hereafter be released 
in two flavors: standard and 32X, many titles 
offering both on the same disc. The 32X for- 
mat Sega CD games will offer superior perfor- 
mance when run on a 32X-enhanced system, 
but both versions (Sega CD and 32X CD) will 
be included in the same package. 

The first 32X-enhanced Sega CD release is 
scheduled to be Midnight Raiders, a souped- 
up Tomcat Alley buttressed with full-motion 
video ground combat footage. 











A soupet-up, 32-Bit Road Rash ... on dirt. 


The fames 


[Caveat: while some of the games previewed 
were Close to completion, others had a way to 
go. As a result, each game will receive two 
ratings, one for its completeness level (“A” 
means the game is all but finished while “C” 
indicates there is still a bit of work to be 
done), and the other for its quality at the cur- 
rent state of its development. ] 


Virtua Racing Deluxe (Sega) While the 
graphics on the player’s car are not much 
hotter than those on the Genesis version, 
everything else in this 32X edition is visually 
hopped-up to near-arcade levels. 

Player control is excellent, and the two- 
player action holds its graphic integrity 
amazingly well. 

There are also two additional courses: the 
desert-like Sand Park and the urban Highland 
City, a GP-style track. Other bonuses include 
improved light source shading, more than 
twice as many polygons, a jump from 16 to 
256 colors and a 30 percent increase in speed 
over the Genesis SKU. (Completeness: A-) 
(Quality: A). 


Doom (Sega) Developed for the 32X by 
the original creators at id software, Doom is 
an impressive replication of its computer 
inspiration. 

For those readers who’ ve been out follow- 
ing the Grateful Dead exclusively for the past 
few years, Doom is a stunningly violent, vis- 
cerally explosive first-person action contest in 
which gamers use a variety of weapons to 
make their way through a series of alien- 
infested environments, blasting away with 
everything from automatic weapons and the 
ever-popular shotguns, to more scientifictional 
armament (such as everybody’s favorite, the 
BFG—i.e., Big Freakin’ Gun). 

The 32X version duplicates all three scenar- 
ios from the computer game, but the areas are 
abbreviated, using subsets of the original maps 
because of the limitations imposed by ROM- 
cartridge technology. 

Even so, look for some places that never 
turned up in the PC version. (Completeness: 
C+) (Quality: A-). 
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Star Wars Arcade (Sega) The ultimate in 
Star Wars video game action. The game con- 
centrates on dogfights between X-Wings and 
Tie Fighters, with four levels which vaguely 
replicate the plot of the movie, climaxing with 
the famous run down the Death Star’s 
“trench” and the ability to launch a missile 
down the throat of the dreadnaught’s single 
vulnerable point. 

The game offers two different modes: Pilot 
(single player) and 
Pilot/Gunner (two player), as 
well as two different difficul- 
ty levels, Arcade and 32X 
(Arcade is easier.) 

For pure, pulse-pounding 
action, this one will have 
action fans on the edge of 
their cockpit—or living room 
—-seats. (Completeness: A) 
(Quality: A) 


Motocross Champion 
(Sega) This game comes 
closest of all home video 
games to matching the wild, 
freestyle action of Motocross 
motorcycle racing. 

The Pole Position-style 
POV features 900+ frames of 
animation, there are three 
bike types and a distinctly 
Road Rash-like feel, but it 
isn’t likely to impress Rashers. 
(Completeness: B) (Quality: C+) 


Cosmic Carnage (Sega) This is a fairly 
straightforward one-on-one, side-view 
perspective, fighting game with good and bad 
aliens engaged in productive hand-to-tentacle 
combat. 
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The combatants wear special armor, the 
action 1s pretty exciting, but it’s going to bea 
profound disappointment to gamers expecting 
Virtua Fighters (to which it bears not the 
slightest resemblance) or even a superior ver- 
sion of a fighter like PF Magic’s Ballz. 

Cosmic Carnage is very vanilla in a cate- 
gory where exotica is required to give a fight- 
ing game its own identity. (Completeness: B) 
(Quality: B-) 





Golf (Sega) Sega didn’t even seem certain 
what this game would eventually be called— 
but it is a hot-looking number with real pro 
golfers, player attributes, adjustable stats in 
dozens of categories and the best holes from 


36 different courses. 
This looks like a major step up from 


previous video game golf sims, with an 
emphasis on computer models based on popu- 
lar golf sharpshooters. (Completeness: C+) 
(Quality: A-) 


Metal Head (Sega) Considering the succes- 
sive release of games titled Dynamite Heady, 
Wirehead and Metal Head, one has to won- 
der if Sega’s development team is having 
some serious skull sessions. 

Metal Head is a Mech-type game in which 
players pilot huge war robots and do battle 
with other techno-gargantuans. This game is 
spectacular looking, though still in the early 
stages. If it can be hooked up on a net, it will 
prove enormously popular. 

People can never get enough good mech- 
style games. (Completeness: C) (Quality: A) 


The dega (hannel dtory 


The success of the 32X will basically deter- 
mine whether it is integrated into the Sega 
Channel technology. As we go to press, Ellen 
Beth Van Buskirk, Sega Channel’s one- 
woman dynamo, is turning New York City on 
its ear, preparing for the big rollout. 

But the big question remains: will the Sega 
Channel come equipped to play 32X games as 
well as Genesis software? 

SoA had no official comment, but insiders 
almost universally believe that the Sega 
Channel will be launched with Genesis-only 
capability. However, there already exists a 
prototype for the 32X compatible Sega 
Channel converter, so it 
stands to reason that 
Sega—not to mention the 
cable operators—will take 
a wait-and-see attitude 
toward the 32X. If it flops, 
the question will never 
even be brought up. But if 
it takes off, look for Sega 
Channel 32X units which, 
like the original 32X, will 
play Genesis and 32X 
software. 


The Bottom line 


The 32X represents an 
experiment so bold it is 
almost inevitable that it 
will go boom or bust. 
Third-party publishers have 
to be nervous about sup- 
porting a platform that cur- 
rently has no user base, while they can sell 
millions of Genesis cartridges. So it’s neces- 
sary that Sega have a good Christmas selling 
season to get the peripheral off the ground. 

If that happens, there is no doubt that soft- 
ware—both cartridge and CD-based—will 
follow. 

Stay tuned. 
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lash to the future, in some advanced tech- 
nology exhibits at Epcot. It’s a door into 
first-hand experience with what lies 
ahead. 

On Thursday, September 29, 1994, with all 
the fanfare and fireworks that people come to 
expect from them, Disney formally dedicated 
Innoventions, their newest exhibit in 
Epcot *94. 

Innoventions is Disney’s way to keep in 
touch with the rapidly changing technologies 
that will directly affect people’s lives. For at 
least two months prior to the dedication, the 
public had a daily chance to check out the 
modern technologies at Innoventions, such as 
AT&T’s wrist phone and Hammacher 
Schlemmer’s neat gizmos. 

The Innoventions pavilions (East and West) 
are placed prominently at the entrance to 
Epcot ‘94, right behind Spaceship Earth (that 
giant silver dome that serves as Epcot ‘94’s 
logo). One of the major exhibitors in this 
pavilion is industry giant Sega. 

Sega’s 10,000-square-foot exhibit was cer- 
tainly a major stop for many of Epcot ‘94's 
visitors. Sega stocked its booth with a selec- 
tion of newer titles plus some unreleased 
games and hardware platforms. In the future 
video game fans who visit Epcot *94 will be 


lomorro 
t 6 
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able to take a peek at their upcoming releases 
on an ongoing basis. 

Sega laid out elements of all their product 
lines in sections, so that one pass through the 
exhibit reveals a definite direction for Sega’s 
future for the next six months. 

When game fans and other 
curious Epcot *94 visitors first 
enter Sega’s exhibit, they see 
Sonic the Hedgehog, a Sega 
information booth and thou- 
sands of glittering lights among 
neon signs, displays and over 
140 play stations. In the middle 
of the exhibit, up to eight people 
can try their skills at Virtua 
Formula racing or ride the AS- 
1 simulator for an extra $4 ticket 
price, but the rest of the games 
are absolutely free. 

The Innoventions exhibit is 
really an enhanced version of 
the booths Sega has used at trade shows for 
the past few years, but spruced up to Disney 
showmanship levels so that consumers can 
now really get a taste of what magazine edi- 
tors and writers see at trade shows. Friendly 
Sega personnel in cute Sonic lab coats help 
out players with game-playing tips or any 
questions they might have. 

Players can try the large number of games 
for up to five minutes (or they can play for 


Sega launches their 
exhibit at Epcot ‘94's 
Innoventions attraction 
With the hottest video 
game party of the year. 









A Visit With 
Tom halinghe 


Tom Kalinske, 
Sega’s president and 
proud Innoventions 
exhibitor, took some 
time away from 
welcoming the 
world’s press repre- 
sentatives to Sega’s 
exhibit, to talk to 
EG about the com- 
pany’s presence at 
Epcot ‘94, and what 
it means for the 
future. 
“We tried to make 
certain that what we 
did here was very exciting. We had an 
advantage of attending trade shows in the- 
past and constructing similar exhibits, so 
we could do that much more with our 
space,” he explained. 

The goal of the exhibit is to introduce 
games at least six months away from ship- 
ping so consumers can get a real peek into 
the future. 

The Innoventions pavilions. are quite 
exciting, especially at night. Sega’s floor 
space is one of the areas that dazzles visi- 
tors most with its mixture of sounds, lights 
and fun. “It knocked me out. The immedi- 
ate impact is one of vitality and excite- 
ment so that you can hardly wait to play 
some games. I myself am like a kid here 
with all the new toys,” Kalinske 
exclaimed over a noisy crowd that never 
dissipated. 

Kalinske emphasized the importance of 
Sega’s Epcot “94 presence to the compa- 
ny’s future directions. “Feedback is differ- 
ent because of the variety of people and 
ages that visit this exhibit,” he 
commented. 

Sega plans to eventually introduce the 
Saturn and other new technologies to con- 
sumers at Innoventions much like they are 
currently doing with the 32X. 

But Kalinske realizes that Sega is not 
the only game manufacturer out there with 
great titles: “I think some of the third- 
party publishers ought to be here in a 
major way to introduce their hot titles as 
Virgin was with The Lion King.” 

Kalinske’s forward-thinking tactics and 
Sega’s maximum usage of the exhibit - 
(including introducing new eproms unan- 
nounced on consumers) is sure to make 
the most of what they learn from visitors 
to that 10,000-square-foot exhibit, in shap- 
ing the future of Sega and the video game 
market. 
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unlimited time if 
nobody is waiting) in 
a few themed sections 
that surround the AS- 
| simulator and racing 
platform. The Sega 
Sports section con- 
tains the latest ver- 
sions of Sega’s base- 
ball and football 
games and a smatter- 
ing of other sports 
titles. A Sega Club 
_ area shows off the 
new Pico system and 
children’s titles. Sonic 
the Hedgehog and his 
newest “associate” 
Knuckles the Echidna 
_ are the featured characters in the exhibit area 
near the front that introduces Sega’s newest 
arcade games. At the time of the dedication, 
Sega featured Sonic and Knuckles, 
_ Dynamite Heady and The Lion King, all of 
which were at least three weeks away from 
telease. Titles will change frequently, as new 
games: become available and old ones are 
_ released and retired. 
Game ES will also find areas dedi- 




















titles on an ongoing basis indefinitely into the 


future. Innoventions is a permanent exhibit 
under constant change by the world around it. 

The presence of Sega in this exhibit, as - 
opposed to other major video game compa-- 
nies, represents a major coup for Sega. Sega 
has had a long relationship with Disney that 


goes beyond the team-up of Disney and Sega 


on the Aladdin video games. Sega fans will _ 
enjoy the variety of games, systems and tech- 
nologies displayed at Innoventions and get ae 

chance to experience one of thei 
times as a break from the dinosa 
ter creatures and other attractions « 
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Intense 84-game seasons full of drop passes, fake shots 
and dropping on ‘D’, take their toll on the players. Good thing 
you can trade for fresh bodies when the old timers go down. 
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New artwork gives you a total broadcast 
experience. You get the studio, the line-ups, 
you even get real video clips of the players. It’s 
like having your very own 24-hour hockey channel. 


EA SPORTS, the EA SPORTS logo and sin the game" are 
trademarks of Electronic Arts. NHLPA & the NHLPA logo are 
trademarks of the NHLPA. NHL & the NHL logo are registered 
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Updated team rosters give you the lowdown 
on all the off-season moves. Current player 
ratings tell you who is busy tearing it up 
and who is as cold as the ice you're skating on. 
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Attaches to your Sega Genesis to bring the home. | f 


32-BIT POWER AND PERFORMANCE 
¢ 40 times faster than 16-bit machines. 
e Over 32,000 colors & realistic 3-D graphics. 
e Full library of new 32-bit games (and plays all 16-bit Genesis & Sega CD games!) 
The arcade experience at home — for about $160. 
The kind of intense, next GENERATION games you'd expect only from SEGA! 


Wanna know more, call 1-800-32X-SEGA. S es (5 ™ 
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CALL 1-800-771-3772 FOR GAME RATING INFORMATION. 
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The digital highway isn’t just for hackers 
anymore. Time was, and not so long ago, that 
the only people who signed on to a computer 
network were infomaniacs, academics and 
freebooting cyber cowboys. The material was 
all very data-rich and interesting, but not too 
much fun. 

These days, most computerists consider a 
modem only slightly less necessary than a 
mouse. Many packaged systems include a 
built-in modem. 

As many as 5 million U.S. homes may *e 
connected to a major national network. (A 
this writing the majors are generally ee to 
be: Compuserve, America On Line, Prodigy, 
GEnie, Delphi, and Imagination Network.) 
Over 40 million users have potential access to 
Internet, a powerful net in its own right—and 
the glue that links the others together. 

There are many established national net- 
works, countless local BBSes, and modem 
play support has become the single most 
requested feature for top-of-the-line entertain- 
ment software. Numerous new national ser- 
vices are coming on stream, including several 
profiled in the following pages of this section 
and near-future issues of EG 


a problem of arcessibility 


Traditionally, modemites are the most tech- 
nologically savvy segment of home comput- 
ing. Who else would spend hours learning to 
navigate in the brave, new world of cyber- 
space? Who else would put up with undeliv- 
ered mail, system failure, and all the other lit- 
tle glitches that have plagued the cyberverse 
since its inception? 

Internet, in particular, seemed forbidding to 


the average computer owner. Software design- 


ers burdened it with the kind of dizzying set of 


protocols and code lines that repulse a genera- 
tion weaned on point-and-click convenience. 
The poky 300-baud modems of the mid- 
and late-1980s are just a bad memory. A lot of 
old-time netizens kept a book, newspaper or 
some other diversion sitting next to the com- 
puter at all times to fill those endless minutes 
while information chugged at Model T speeds. 
Most data moves through the cyberverse at 
9600 baud. Most new modems are capable of 
14,400 baud, and services will be extending 
support at least to that within the next year. 


the critical link 


QuantumLink, the predecessor to today’s 
AOL, was the turning point. Bill von Meister, 
a visionary who started the first major comput- 
er network, the Source, spearheaded the effort 
to start a low-cost, consumer-oriented service 
for Commodore 64 owners. 

QuantumLink was the successor to von 
Meister’s GameLine, a network for Atari 2600 
gamers. The world’s first game network didn’t 
last long, mostly because the 2600 was passé 
by the time the system swung into operation. 
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QLink, which was recently put to rest, 
turned networks upside down. It wasn’t even 
on the air during the business day! Services 
targeted ordinary people, not just teachers and 
scientists. RabbitJack’s Casino, an on-line 
gambling arcade, reputedly earned a profit of 
more than $1 million a month at its heights. 
Obviously, QLink subscribers had entertain- 
ment in mind when they switched on their 
modems. 

The real-time chat area revolutionized net- 
work communication. Qlink had an elaborate 
system of message boards, but its hundreds of 
thousands of subscribers loved the immediacy 
of instantaneous communication. 

Real-time capability gave birth to two cur- 
rent AOL staples: multi-player games and live 
forums. The former are patterned on popular 
TV game shows and traditional parlor games. 
Dozens of people play simultaneously, often 
competing for prizes. The latter include one- 
shot and regular forums and workshops hosted 
by famous experts and personalities. Among 
the longest-running forums is “Worlds of 
Electronic Entertainment,” hosted by EG edi- 
tor Arnie Katz, the second Tuesday of every 
month at 6 pm, Pacific Time, on AOL. It 
celebrates its 10th anniversary next winter. 


the hot frends 


A massive influx of subscribers and plenty 
of investment capital have the networks look- 
ing down that information highway to the 
future. The two most important changes now 
under way: 

Enriched content. Systems are suddenly 
bidding big bucks for exclusive rights to major 
content sources. Building up resource areas is 
a prime goal for all of the majors. 

Improved Interfaces. America On Line’s 
phenomenal growth is attributed largely to the 
user-friendliness of its menu-and-icon inter- 
face. Mosaic has upgraded the Internet inter- 
face, and the company plans a major new ver- 
sion of the program, which will clean even 
more grit out of telecommunicating. 

Widened Access to Internet. Delphi is the 
only major net which has full, direct access to 
Internet at this time, but that state of affairs is 
due to change. AOL is already granting limited 
access and is heading toward full connect 
sometime in 1995. Others will follow. 

Broadband. Every major network is spend- 
ing heavily to develop broadband technology 
for telecommunications services that use full 
audio and video. Delphi, thought to be in the 
lead, pulled back on the announced debut of 
its broadband network service, but it is still 
steaming ahead. Other nets won’t lag far 
behind. 

Next year will be modem mania’s biggest so 
far. The runaway growth of the World Wide 
Web on Internet and AOL, plus the launch of 
entirely new services is sure to keep telecom- 
munications in the headlines for a long time to 
come. 


ut t0 G0 after you log on 


he Those who haven’ t experienced the j 
~ of telecommuni ations may wonder why so 
many compiteris ts.are excited about it. The 
_networks offéra. huge, and expanding, .  . 
“rage of services that provide top- -grade 
information and entertainment. 

Some of the'things you can do on the 
netss ~~ * 
“SMessage Boards. These are. user-modifi- 
able atabases, often arranged according to” 

* topic. Ifyou v want to join a discussion about 
“science fiction or skateboarding, just find 
the appropriate message Boa, read.what 

TotherssayPatid ‘then upload your‘own 
comiheiits and feactions. "4 Sn 

ee Real- -time é Chat.Talk to'people : afound 
the Country, “and aroundsthe world, ina 
“live’ Conversation. ts has the tmmediaey* 
ofGB, but with a little more intellectual 
content.” » ® 
~ Electronic Mail: When snail mail” fails, 
there’s efficient e-mail to en néWws'to .% 
friends and acquaintances. ItiS'also easy. to 
send the same mes age t6:many people at 
“the same time, like a fax machine.in . x 

broadcast” mode. 

> Upload/Downloads Mostnetworks have . 
huge libraries of public domain and shate-~ 
ware, ificluding, g games. Networks also facil 

.itate uploading and downloading between 
like-minded hobbyists or for business. 

News and Information, Want at OW « 
what DC Comics has planned for next = 

month, or the latest news fixer Disney? 

Many entertainment companies NOW, havews 
areas on the big networks Frequently, S 
there’s a mechanism to,download photos 
and schedules as well as to'send letters 
directly to personalities. as =. 

Games. On-line*Zaming isn’t just primi- 

.tive, Diplomacy-like games“any more. © 
There are everything"from real-time Shoot- 
ers like Doom to in-depth multi-player “"™ 
simulations . 

Those are only soma ‘the prineipal™ 
_ headings. The only way to get the full . 
scope of today’s computer networks ‘is toy 
experience, one personally: It’s time to hook 
up the modem and become a citizen of 
cyberspace. < . : 
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contact Sarin Jamhe5® 


i e * = ey Hy 
If you’re connected tova network with 
Internet access, you can send letters direct- 
ly to the’editor of Electronic Games, Arnie, 


Katz. His address is: 

elecgames @AOL.com. Arnie 

mail arid writes oath replies to as many 
as possible. * 2 
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oie = Meet Mutt. He's grouchy. He's grumpy. But hey, let's face it, a little time in the underworld can make anyone a little edgy. And 
if if Divis now Mutt has a problem. You see, he was chosen to get the Mystical Pizza of Plenty for his friends. And with all due respect to 
the eternally damned, the service in the underworld really sucks. In “Litil Divil’ you can help Mutt as he makes his way through five soul-repenting 
levels in the Labyrinth of Chaos. Along the way you'll encounter gigantic spiders, demonic fish, and a few other things your priest never warned you 


about. All in a search for a double pepperoni with cheese. A few hours with Mutt, and you'll really appreciate that 30-minute-free-delivery thing. 
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Optional Digital Video Cartridge required for CD-. Litil Divil'™ © 1993 Gremlin Graphics Software Limited. We apologize to anyone whose name actually is Mutt or, for that matter, any fire-spitting demons we may have offended. © 1994 Philips Media. All rights reserved. 
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It’s the moment you've been training for. As a 
cadet of Starfleet Academy™ your next move 
is crucial to the safety of your crew, not to 
mention your reputation at the Prerctel-laand 












So prepare to beam. aboard tke Selatelets of a 
Federation™ battle cruiser or one of four. - 
other vessels including the Romulan Bird-of- — 
Prey”, or the Klingon” battle. eruiser, Flare} 
take command. °°. 


AVAVAIh gi @)Vi=1 0 G 5 intense faali=}=11e]al=mne) test 
ee or skills at Starfleet Academy, 
0 ‘Il find out just how 
pe ee exciting a 

~~ *simulator . 


“yy im | can be. Isnt 


‘it time:to-.* 
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Software ©1994 Interplay Productions. All rights reserved. © & ©1994 Poramount Pictures. } " io) 

All rights reserved. STAR TREK is a Registered Trademark of Paramount Pictures. Interplay Starshj, | enroll? e 
Productions Authorized User. Starfleet Academy is o trademark of Interplay Productions. By; idg ra , 

THIS OFFICIAL SEALS YOUR ASSURANCE THAT MINTENDO HAS APPROVED THE QUALITY OF iMula4 - 


THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL WHEN BUYING GAMES AND ACCESSORIES T0 
ENSURE COMPLETE COMPATIBILITY WITH YOUR SUPER NINTENDO ENTERTAINMENT SYSTEM. 
NINTENDO AND THE baie ARADEMARKS OF NINTENDO OF AMERICA. 
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Broadband Services Are In Your Future 


DY 


The second hottest word in computing right 
now, directly in line behind the over-, and 
often incorrectly, used Multimedia, is 
Broadband. Forget the Information Highway, 
it will languish in the waiting room for days 
behind the real thing: Broadband computing. 

There is a reason that multimedia and 
broadband share line space as important cur- 
rent buzzwords: they are, to a great degree, 
two different implementations of the same 
thing. 

As we all know, the upfront meaning of 
multimedia is the combination of visuals and 
sound in an integrated application. And at one 
time that was a gee whiz concept. But nowa- 
days, with just about every application written 
for the PC making the grade with at least 
some graphic and sound support, the term 
multimedia has come to imply a whole lot 
more: stereo digital sound, full-motion video 
at high resolution and sometimes even the 
ability to record a user’s voice or sounds to 
add to the mix. 

So what is broadband? Broadband promises 
some of the same nifty goodies that we are 
now taking for granted in multimedia applica- 
tions, only delivered on-line, interactively. 

While an argument can be made that some 
on-line services are already multimedia, such 
as the new AOL upgrade (see article in this 
issue), or Prodigy with its downloadable pic- 
tures, the amount of real multimedia punch in 
these services is severely limited. You aren’t, 
for example, going to get integrated, high res- 
olution moving video. Or real-time voice 
transmission. 

The reason isn’t the fault of the services, 
they’re doing their best (and in some innova- 
tive ways, as we shall see) to provide you 
with the most interesting audio and visuals 
possible. The culprit in this case is bandwidth. 
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Bandwidth is the amount of information 
that can be carried over a given communica- 
tion channel. Roughly speaking, the more 
bandwidth you have to trade data, the richer 
in content that data is going to be. Television, 
for example, is a high, or broad, bandwidth 
device. Your radio is, in general, a low, or nar- 
row, bandwidth device. Bandwidth tends to be 
referred to as broadband or narrowband. 

Today’s modems are narrowband devices. 
Particularly where they need to run to reach 
the mass of users for an on-line service, which 
is down around 2,400 baud, or 2400 bits per 
second transmitted. 

So what is broadband? Imagine CD-ROM 
speeds: 300 kilobytes per second. Now think 
about what an on-line provider could do if 
they were able to interactively work with your 
computer at those transmission rates. That 
much bandwidth could transmit interactive, 
high-resolution video along with stereo sound 
without a problem. For instance, instead of 


making an on-line service look like a bunch of 


menus, they could make it look like walking 
through 7th Guest. This is the information 
flyway. This sort of service is the hottest holy 
grail of on-line, and every current on-line 
provider is scrabbling to get a place in the 
broadband market. 

However, information delivery of this mag- 
nitude is quite a task. For starters, current 
modem technology, the type we are familiar 
with that hooks to a standard phone line, just 
isn’t going to handle the load. What is needed 
is anew modem, meant to translate this blaz- 
ing data transfer, and it needs to hook to 
something with a lot more bandwidth than the 
standard voice connection phone line. 

Enter one solution: the cable modem. 

Cable modems are the broadband peripheral 
of preference at the moment. These devices, 
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instead of plugging into a phone jack, connect 
to cable lines specially configured to carry 
digital data, then jack into your computer. 
Currently most of the experimentation with 
these devices is centered on cable television 
delivery systems, hence the moniker “cable 
modem,” but some telephone providers will 
also be providing high-speed lines and equip- 
ment that will do, basically, the same thing. 

“It is too early to tell if the final products 
are going to be delivered by the phone compa- 
nies or the cable companies. Cable is more 
used to working with the bandwidth, but 
phone companies already have the switching 
systems for point-to-point work,” says Daniel 
Goldman, with Optigon Interactive and the 
Total Entertainment Network, a company 
working to provide interactive environments 
to the desktop. 

Regardless of who delivers the information, 
the final point of reception, for the moment, is 
likely to be the desktop PC. While there has 
been much talk of interactive cable that would 
work with the so-called set-top boxes of cable 
providers, the likelihood of these systems 
matching the power of PC’s for a reasonable 
price in the near future is unlikely. 

“Right now some of the set-top boxes cost 
$5,000. A PC costs half that for a great deal of 
power. For the moment, the PC is probably 
going to be the reception point of the content, 
it just makes more sense,” Goldman says. 

However, there are competitors. For exam- 
ple, 3DO technology is being used in the set- 
top boxes currently on trial in Omaha by US 
West. 

The most important part of the new broad- 
band revolution to the average user isn’t how 
it is going to be delivered, but what it is going 
to deliver. The potential of these interconnec- 
tions is only limited by the imagination. 


For example, instead of only thinking of 
traditional on-line content: databases, games, 
chat and the like, think about all media that 
can be moved digitally. 

Video on demand is one possibility. 

Let us say that after a long day at work, 
you come home and decide that you want to 
watch Star Trek, Lovejoy and Married with 
Children, in that order. With the power of 
broadband, in theory, you could log on to 
your account, check your mail, and then tell 
the system to send your shows. 

This technology isn’t pie in the sky. Time- 
Warner is doing field trials right now in 
Florida for news on demand. The trial is 
delivering customized video news content to 
individual homes. Just like in the above 
example, you decide what news program or 
video news magazine, taken from network 
content, that you wish to watch, and it is 
downloaded into your home at the time you 
request. Time-Warner hopes to sign up all 
three of the network providers as well as other 
news content for the service by the time it 
actually comes out, which has not yet been 
announced. They already are testing with 
NBC and ABC. 

Many people look to this technology in 
general as being quite some time in the future, 
but in the case of broadband delivery systems, 
the future isn’t very far away. Daniel 
Goldman, for example, doesn’t see broadband 
as being a distant goal. 

“T see it being a couple of years before this 
technology gets market penetration. Not hav- 
ing one in every home, but the access being 
there for most of the market. The same people 
who have good computers at home now are 
the market share that are likely to have this 
technology in two or three years,” Goldman 
said. 

One problem with Goldman’s vision of 
interactive video and other data products 
being delivered over an on-line service would 
seem to be opposition from the cable compa- 
nies, who are likely to be the carriers of the 
on-line service in the first place. It would 
appear as if they would have a vested interest 
in making sure that only they are the ones 
who are delivering video content. 

“Not at all,” says Goldman. “They would 
be getting a better market share. There would 
a small surcharge if someone ordered through 
our on-line service for example, but if that is 
the interface that makes someone comfort- 
able, then the cable company would still be 
making good money off of providing the 
content.” 

In the final analysis, Goldman feels that 
there won’t be as much of the the touted 
melding of the personal computer, telephone, 
game console and television as many industry 
insiders predict, but instead different ways to 
present the same information. 

“People will use whichever paradigm that 
is the most comfortable for them. Some peo- 


ple will be getting most of their content 
through the set-top boxes because they are 
more comfortable with their TVs. Computer 
users will be getting the same thing with more 
control through their computers, and in some 
cases people might even be getting the con- 
tent through game consoles,” he says. 

But we are still dealing with at least two 
years to reach broadband. There is a halfstep 
measure, however, that will bring something 
close to on-ine users now. 

That solution is CD-ROM. On a CD-ROM, 
full-motion video clips, multimedia programs 
and extensive sound files can all be packed 
into a single disk. But what if that disk was an 
interactive program hooked to an on-line ser- 
vice? This opens up some fairly strong possi- 
bilities to get some degree of the broadband 
advantage at today’s technological level. 

A good example of this type of solution is 
CompuServe’s CD-ROM magazine. While 
still in a fairly conservative form, this pack- 
age shows what can be done with the 
medium. 

For instance, in one recent edition of the 
magazine, there was an article about Jimmy 
Buffet. The intro page had a full color, high 
resolution video of a parrot (the Buffetland 
national bird) as well as extensive sound clips 
of various Buffet songs. This wouldn’t be 
gee-wizz except for the fact that the software 
would also, with the click of a button, log you 
onto CompuServe and order Jimmy Buffet 
albums. 

This melding of CD-ROM and on-line 
interactivity is probably going to be a good 
short term fix for the those who wish broad- 
band advantages right now. Goldman’s Total 
Entertainment Network is going to ship with 
CD-ROMs that will hook multimedia directly 
into the service. The ROMs will be updated 
frequently. Then, instead of the service having 
to stop to draw a full picture on the user’s 
screen at relatively slow modem speeds, the 
software will just call up a video or sound clip 
from the CD and display it in the appropriate 
position. 

Interactive environments are probably the 
most exciting potential of the new broadband 
medium (see sidebar). An interactive environ- 
ment would display a full, three-dimensional 
world, like those in some multimedia games 
available right now, that the user could navi- 
gate through to reach their data. The potential 
for these systems is enormous, as an interface 
for chat, business meetings and, of course, 
games. 

While interactive environments are still in 
their infancy, look for articles in the coming 
months here in EG explaining and defining 
this exciting new medium as it comes to the 
desktop. 

No matter if you are interested in games, 
video on demand or just a better way to 
access your on-line service, keep looking 
ahead because broadband is in your future. 
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Probably tie hottest book among on-line 
developers. right how is not a programming 
mantiabor a market report, but a hip science 
fiction novel. Suow Crash, by Neal 
Stephenson has found its way onto an 
amazing number ef developer's book 
shelves. 

Daniél G6ldman; of TEN, refers to it in 
interviews. 

Keltorelynn, the president of Kesmai 
games, the*providers of Battle Tech, Air 
Warrior afd many other en-bine @ame 
offerings, readthe book and&cameé into his 
office the next. day and told his develop. 
meant t@am, “We ne¢d to do-this.” 

Stephenson takes the.cyberspate con 
cepts of St. Gibson and palishes them to a 
fine sheen. Instead of thé nebulous*con 
cepts outlined by the almost computérpho:- 
bic.Gibson, the programming Stephenson 
gives us is a nuts and bofts-virtual reality 
environment, called The Streets that drives 
home to readers exactly howanteresting 
and utilitarian an intéractive’environment 
could be, 

Populated by: comiputer représentations of 
users, Called aVatars, in The Street you Gan 
have business conferences; or just chats, 
with people around the world in fwhthree 
D. Information ts transferred bysaconic reps 
resentations called hypercards which you 
hand to someonedike a business card, bat 
will download information just like aefile 
transfer.into another perseiy’s compoter. 
Stephenson has creatéd-a brilliant vision of 
people at work and’play in.a fully tntecace 
live computer environment. 

For an idea of what the people develop 
ing the Wext generation 6f on-line environ 


ments are using as some of their source 


material, thegaformed information warrior 
shoald read Snow Crash and cayision the 
possibilities. (John P..Withers) 
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fe ain't nothin’ you can do to us. 
We've beén punched, crunched, spit on 

and drug through the dirt. We're badder 

than bad. We seén it all-and-done tt all...so 
turn-your cuté'little karate Self around and 
disappear-befort we-get nasty. 
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_ MERE PREPARED. FOR COMBAT. 








Or don’t play at all! 


INTERPLAY PRODUCTIONS 
17922 Fitch Avenue 
Irvine, CA 92714, 
(714) 553-6678 





©1994 Interplay Productions. C2: Judgment Clay and Clay Fighter are trademarks of Interplay Productions. All rights reserved. 
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Rumor, Innuendo, Speculation: Microsoft and Online 
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If there is one thing that journalists hate, it’s 
a good rumor. Not little, boring rumors, but 
those great, world-class rumors. Something 
like, well, Apple Computer is going to be pur- 
chased by Whirlpool and from now on all new 
Power PCs are going to come with a built-in 
sock dryer. Now there is a rumor! 

Hate’em. 

The reason the journalistic world has such 
problems with great rumors is most do have 
the stench of truth to them somewhere. Such 
as the above rumor: there really are companies 
looking at Apple. Just not that one (to the best 
of our knowledge). And where there is a story, 
the journalist must go. So every great rumor 
gets a journalist moving. But we can’t just 
print a rumor. There must be facts. No one can 
print rumor, innuendo and speculation, no 
matter how much sense it makes. 

Hence, the huge EG Network Online Team 
(EG-NOT) sat clustered around a speaker 
phone last week in hushed expectation. On the 
other end of the phone was a Microsoft PR 
flack. The question had just been asked “What 
about the rumored new on-line service from 
Microsoft that is to be bundled with the new 
Windows: Marvel?” There was a long pause, 
and then EG got the inside scoop. 

“No comment.” 

The team cajoled. Threatened. Told bad 
jokes. Finally we got an expansion on the 
official line. 

“Microsoft will not comment in any way on 
the possibility of an on-line service.” 

Well that was much better. 

So, in lieu of any cooperation whatsoever 
from the great gray wall of Microsoft PR, here 
is a quick rundown of the scant facts and 
speculation about Marvel. 

For the last couple of years AOL and 
CompuServe have been making various quiet 
comments about the fact that if Microsoft got 
into the on-line arena things could get really 
competitive in the otherwise cutthroat on-line 
world. 

Then in February of °94 reports started leak- 
ing that Microsoft was going to launch an on- 
line service, code-named Marvel. The front 
end for this alleged service would ship with 
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the new Windows, then code-named Chicago, 
giving it unprecedented market penetration. 

Around the same time, the Washington Post 
reported that Bill Gates intervened in talks 
between AOL and the bad boy of cable, TCI 
President John Malone. Apparently at stake 
was Malone’s support for the still-secret 
Marvel, as opposed to seeing Malone buy 9 
percent of AOL. 

In August, with rumors about Marvel heat- 
ing up, Canada’s Rodgers Cablesystems 
announced that trials with Microsoft for inter- 
active TV delivery had expanded to encom- 
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pass plans to develop a system for delivering 
not only interactive television, but also desk- 
top PC data. There were reportedly strong 
rumors the cable system might be delivering 
some version of Marvel. 

Then Microsoft co-founder Paul Allen start- 
ed dumping America Online shares like they 
had turned into time bombs. Allen, who at one 
point was reported to have a 25% share in the 
hot on-line service, was fully divested of all 
his holdings in the company by September of 
04. 

At the start of the same month, Microsoft 
announces the official name of their new OS, 
Windows 95, but suddenly clams up about 
Marvel. No mention is made to the press about 
any on-line plans for the package. 

A week or so later, PC Week reports that 
Microsoft is in talks with various vendors 
about getting their non-existent new service. 
Reportedly approached are Starwave Sports, 
Ticketmaster and Ziff-Davis publishing among 
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a host of others. 

At the end of September, Microsoft’s 
Treasurer made comments to Reuter’s news 
service to the effect that if Microsoft does 
decide to put an on-line service in with 
Windows 95 it would probably take a hole the 
size of Nebraska out of AOL’s userbase. 

That’s it for the facts. Now comes the time 
for the totally unconfirmed rumors. 

One rumor originating on the East Coast 
says that Microsoft has been looking at doing 
on-line game development. Now, those with 
lily white hearts might take this at face value. 
But some of the more pessimistic of on-line 
mavens feel there might be a darker side to 
Microsoft’s interest: On-line gaming develop- 
ment is a hard field to learn. MS might be 
scoping out the techniques of the competition 
in order to provide a gaming area on Marvel. 

Rumors also say that the on-line service will 
be in two stages, the first is going to be mainly 


just a Windows and Microsoft support forum 


on a grand scale, only later integrating all the 
features of a full on-line service. 

And, finally, the best rumor of all comes 
from a West Coast source who wishes to be 
referred to only as Deep Chip. Deep Chip, 
who spends more than his share of time drink- 
ing, shooting pool and otherwise carousing 
with various industry insiders, reports that why 
Microsoft is denying the existence of their new 
service is that there isn’t one. 

Deep Chip says that Microsoft was looking 
at doing a service, but then decided to back 
down and only do a sports offering (which, 
incidentally, would seem to compete with Paul 
Allen’s Starwave). He sights some tenuous 
rumbles that Microsoft’s On-line Development 
Group is crumbling and losing personnel. 

Frankly, there is no way at this time to make 
a good call about Marvel. However, it would 
seem almost a sure bet that sooner or later 
Microsoft will go for their piece of the on-line 
pie, either as a service, or as a value-added 
provider through someone else’s offering (like 
possibly the new Ziff-Davis Exchange). 

Be sure to stay tuned to EG for all the latest 
developments in this potentially giant on-line 
endeavor. 
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One of Online’s Hippest Services Revamps Itself 
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America Online is sometimes thought of as 
the young Turk of the online world, but time 
passes even in cyberspace and now AOL is 
more the adult Turk. As a matter of a fact, by 
the standards of on-line, AOL isn’t all that far 
off of middle aged. 

However, maturity doesn’t mean that one 
has to get old, and with a spate of young new- 
comers riding over the horizon, (including 
Ziff-Davis, TEN and the looming specter of 
the unconfirmed Marvel [see article in this 
issue]) AOL has no intention of letting itself 
lag behind the technology front. Hence the 
coming of the new, improved multimedia 
AOL. 

Until recently, the computing power wasn’t 
uniformly available to have front ends that 
were much more than simple menu listings of 
availabie options. However, the explosive 
increase in computing power on the average 
desktop has opened entirely new options to the 
designers of on-line content. 

So what does AOL do with this power? 
Well, the first thing a user of the new interface 
is likely to notice is the inclusion of sound. 
And not just a simple hello message, but full 
integration of sound in all areas of the service. 

“This new software has sound fully integrat- 
ed,” says Pam McGraw, a public relations rep- 
resentative for the service. “The user will be 
able to download sound clips that will then 
become integrated with the new interface.” 


Sound, of course, is only half of multimedia. 


The other half, as we all are aware, is the 
visual element. 

“Photographs will be included in the new 
package. The user will be able to click on a 
button on the screen, and photographs will be 
displayed with no need for the user to switch 
to a separate viewer,” McGraw said. 

While this sort of capability is available 
with some other front ends, Prodigy being the 
most notable example, the photos on AOL will 
be in full color, a distinct difference. 

To supplement this new interface, AOL is 
making some changes in the structure of their 
service to make it easier and more fun to use. 
One of the most important is adding new 
navigation tools. 

As services expand, one of the biggest 
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problems is getting to the actual content. Steve 
Case, the president of AOL, lamented this 
problem in a recent letter to subscribers. 

“One of the most frustrating [things for the 
staff] is to see a request for a service that is 
already available,” Case wrote. 

To this end, users of the new interface will 
see three new buttons at the bottom of their 
screen: main menu, index and customer sup- 
port. The main menu button will take the user 
back to the main menu regardless of their cur- 
rent open window, the index button will pro- 
vide an index of available services, and cus- 
tomer support will send the user to the on-line 
support area. 

Another section of the new service 
makeover is the addition of new areas to the 
service. New travel and shopping areas, a kids- 
only area with services aimed at youngsters 
and a new sports area are all going to be 
included in the new structure. 

Probably the most useful new area is the ref- 
erence desk. This desk will be a gathering of 
all the searchable databases on AOL in one 
place. While there will be still be search menus 
scattered around the service, this will cross ref- 
erence all of these in one place: a great boon to 
on-line researchers. As anyone experienced in 
on-line data retrieval knows, half of the prob- 
lem in getting information out of an on-line 
service is figuring out where it is stored. With 
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any luck, this new feature should put all the 
data on-line at your fingertips. 

Another new area, though it entirely consists 
of services already provided on-line, is the post 
office. In the post office area, all the communi- 
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cation functions of America Online will be 
available in one location. While the reasons for 
this might seem mystifying at first glance, 
(after all, AOL has one of the easiest mail 
functions on the wires) the AOL administration 
feels that many of the communication func- 
tions of the service aren’t familiar to all the 
users. 
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“Many of our customers don’t realize, for 
example, that we have fax functions on-line. 
By putting everything in one place, as opposed 
to having to use different functions, it will pre- 
sent all the options to the user,” McGraw said. 

While the new upgrade looks like it will turn 
out to be a winner for AOL, and is definitely a 
step in the right direction, users shouldn’t 
expect too much too fast from this multimedia 
front end. While AOL can provide a number of 
tools and put all the hooks on the user’s end to 
make a more multimedia environment possi- 
ble, the service is only part of the picture. The 
other half are the content providers, such as the 
numerous magazines and other parties that use 
AOL as a vehicle. Until these providers change 
over to use the new software hooks, the service 
changes will be only skin deep. 

“This is a new tool, integrating the text and 
sound and graphics for our providers to use. 
This is going to be a two-stage method. First 
we will integrate the new package with the 
interface, and provide the tools to the service 
providers on-line. Then they will redesign their 
areas so they will be updated over time. This 
should continue until the changes make their 
way to all areas of the service,” McGraw said. 














Step back inthistory,to-the ime-of the 
War of the Rosés.in England, racked: by 
civil war, the crown hangs by a thread 
and the throne is.there,for the taking, 
Take command of your own faction and 
begin the quest for the crown. Will-you fall 
to face the executioners blade? Or can you 
outwit your opponents and win, for your 
Royal Heir, the throne of all England? 
Based on the best selling strategy board 
game, Kingmaker brings the intrigue and 
anarchy of the 15th Century warring England 
to life. No matter how many times you play, 
highly-sophisticated artificial intelligence 
guarantees a challenge for novice and master 
strategist alike. 


The Opposition finds voice 
through Richard of York, both 
Rival Claimant finds voice 





Shakespeare’s great drama 
Henry VI recounts the War of 
the Roses throughout Kingmaker. 
“Come, let us four to dinner. 

I dare say this quarrel will drink 
blood another day.”. 
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upon the throne? Or will you end, 
as so many did, bent beneath the 
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MUSIC Of Ne Spneres 


Ma Bell Got the Ill Communication 
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The average music fan has, in the past, 
been offered a single way of obtaining new 
music: run down to the local record store and 
purchase it. This has some significant draw- 
backs, most notably the difficulty in obtaining 
independent releases or less popular musical 
genres. Fans whose music tastes run outside 
the current norm may find themselves frustrat- 
ed with the selection available in their area. 

The retail music system also creates some- 
thing of a barrier between the musicians and 
their fans. Communication between the two 
parties is almost exclusively one-way, turning 
the artists into idols rather than people. This 
can often be manipulated into higher record 
sales: bands like Kiss, for example, can 
attribute much of their success to the mytho- 
logical feel of the band’s stage show. More 
recent acts such as Nine Inch Nails wrap 
themselves up in a theatrical live presentation, 
filled with black leather, film screenings and 
exploding computer equipment. 

Enter the Internet. The information super- 
highway is changing the way people approach 
the music business, redefining both distribu- 
tion and the fan/artist relationship. 

The mood of the Internet music scene is 
very reminiscent of the Do-It-Yourself spirit of 
Punk in the late ‘70s and early ‘80s. During 
that time, the foundations were laid down for 
independent distribution and sales in an 
attempt to usurp the traditional corporate 
approach to music sales. 

But the movement on Internet has the poten- 
tial to go far beyond what those in the DIY 
movement accomplished 10-15 years ago. The 
worldwide network of computers has opened 
up the possibility of electronic delivery of 
music, completely bypassing the normal distri- 
bution structure. This technology has the 
potential, many analysts say, to undermine the 
stability of the entire music industry. 

This potential is being realized in the U.K. 
by Cerebrus, a software development group 
which has created its own methods of com- 
pression and nearly instantaneous delivery to a 
user’s hard drive. An audio signal is fed into a 
a PC at Cerebrus and compressed in real time. 
To compensate for loss of signal quality during 
compression, the system compares the original 
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recording with the digital version after com- 
pression and decompression. The Cerebrus 
software then overemphasizes frequencies that 


finkler 


have been damaged in the process and adds 
them to the original. The track is then recom- 
pressed, the equalization allowing the quality 
of the compressed version to be almost identi- 
cal to that of the original, at least to the 
human ear. Software supplied free of charge is 
required for decompression, and a soundcard 
is required for playback. 

In their main database, Cerebrus maintains 
1,200 songs from about 600 artists. When 
British Telecom adds new capacity for 
Internet traffic this fall, the opportunities for 
access to the database will greatly increase, 
opening up the system to most anyone. 

The group’s motivation? “The music indus- 
try in the U.K. has become so difficult for 
new bands to get out,” says Ricky Adar, 
spokesman for the development group. “We 
were fed up. It was the same back in the ‘70s, 
when Rough Trade [one of the first indepen- 
dent record companies] started up. It was to 
get records out which weren’t getting out oth- 
erwise. We’re trying to insure that people who 
are not getting anything for their music get 
something.” 

What this means for the fan is greater access 
to a variety of music. Everything from jazz, to 
rock, to techno, is featured in the database. 





The current state of electronic music distrib- 
ution is not so advanced, however. The most 
any person can expect is an FTP (file transfer 
protocol) site with song samples to download. 
Most of these samples are 8-Bit/11Khz, and 
only a few sites carry full songs: mostly the 
files are 30-60 sec sound bytes, meant to give 
the listener an idea of what to expect from the 
artist’s album. Peter Stone, the founder of the 
Bay Area-based site CyberDen and the musi- 
cian behind Xorcist, knows the limitations 
well: “Modem times are a big problem. People 
usually have to wait an extremely long time to 
get a short sample of a song. Maybe when 
28,800 baud modems become standard things 





will get better, but ... When we all have cable 
links to our houses, things will speed up to 40 
Megs in 5 minutes. Until then, we’re limited 
in what we can do.” 

It’s interesting to note that electronic music 
is definitely the most prevalent sector in the 
Internet music scene at this time. The industri- 
al, gothic, and techno genres, all of which are 
at least partially computer-based, each have 
their own high-activity Usenet newsgroups. 
Techno has even spawned two: alt.music.tech- 
no, where discussion focuses on the music, 
and alt.rave, where the primary topic is the 
culture surrounding the music. “Those areas 
are more of a computer-oriented, technologi- 
cally written/made music, so those who are 
either listening to it or creating it are generally 
more open to using new technology,” Stone 
says. “Within genres which are less technolo- 
gy-based, the fans and musicians haven’t 
jumped on the Internet bandwagon as fast.” 

The Internet often provides the opportunity 
for fans to contact the people who make the 
music they enjoy. Techno maven Moby is a 
fairly frequent poster to alt.rave, and industrial 
groups such as Skinny Puppy and Chemlab 
often ask subscribers to the rec.music.industri- 
al area for opinions on band decisions. 
Chemlab has asked the readers of the group to 


give their opinions on almost every tour possi- 
bility they’ve been presented with. “I’m not : . 
going to tour if the people don’t want me to” se . 
says Jared, singer for Chemlab and manager of ay 
Fifth Column Records. bent 
“T was surprised,” he continues, “to find that wee . 
when we went out on tour in early-mid 1994, ~s ~ ah 


a 
people on rec.music.industrial would post — ‘ 
Dalia aa ol ; : While practically every FTP site and 
reviews of our show whenever we came - 


— hee : : fe 
through their town. It provided us with an lo€al BBS hasvat least some kind of music 


‘ : ; ie ; ; information; a couple stand out from the 
immediate barometer of how people are per- Is amshoritec ic bef 

i : s crowd as the e to be for serious musi 
ceiving our live show. The folks on Internet x ‘ Lin me : 


a . ‘ANS te AS 
help me keep my sense, because if they think fans . 3 
I’m being pompous in an interview or on 
stage, they'll let me know right away.” 


The Cipedeh (FT : cyberden. com): 

; One of the Tost if hot the most exciting” 
ics on the"Net: For those lutky, endugh to» 
live if te San Franci$co aréa, Cyberden ; 

offers e*beautiful- -yet-simple interface, 
kind of Tike, America On-kine métamor- « 
phosed inton a Slightly darke® les onserva- 
live entity. Rind ef like if American On. 
line. dragged itself through-Bram $ Stoker’s* 
Dfaeula, adopting some, of the Psftangeniess 
that abounds in that motion picture. On this » 
fnteresting network artists of all stapes and 
sizes abound, as do.serious,music *fansvand™ 
enthusiasts who have immer: Ned theniselves : 
in n the culture. 4. — _— 

. “The primary musical focus’is indepen 
Sdent electronic, with large seetions dedicat-* 
Mato gothic and industrial bands, although ” 

the techng ard alternative genres have. © 


. 


experienced significant growtfasmore 


fans of those styles get on-line: From bahd- 
specificsdirectories, users Can download 
song samples» graphics~ -and text i 
tion’on artists. Actually sampling music 
before purchasingsthé musical'CD i is a great 
idea whose time has come. There is also 
lots of info on Bay Area clubs, along with 
sections. for failzines, independent labels 
such as Cleopatra, and even’some 
Quicktime films in the multimedia section 
Interested persons outside of the-area can_ 
call in and use the interface if they. have a* 
UNIX account which méets certain require- 
ménts, but it’s. quite complicated and gener.” 
ally impractical at this time. Telnet access : 
is, of course, limited to,text, so,thé attrac- 
tiveness of the.GUI i8 lost. But even if-you 
just FTP to the site, there’s enough tokeep 
anyone tplateaiodaie the niusic or culture 
surrounding ‘occupied for quale % a while. 
a a . J“ 
hyperreal.com: While it Setrictly® a 
mosaic/gopher/EFP site, this is the most 
comprehensive location on the net for 
techno and anibieht music. Tons of song 
samples, hundreds of articles on rave 
culture, lots of graphics to download 
(including some very nice scanned ravé * 
flyers), and tools for listening and viewing 
all of it. It even has"Several programs to 
turn your’computer screen into a rave» 
visuals machine. ’ 


Many record labels are also using the 
Internet to get in touch with their fans. Geffen 
recently released an unreleased Aerosmith 
song onto the Net to determine how — 
the clip would spread. Zoth Ommog, 
German-based electronic label, posts ae 
to the appropriate newsgroups regarding their 
artists, and interested parties can subscribe to 
the Zoth Ommog mailing list to get more 
information. Sire Records recently offered a 
special promotional CD of recordings by their 
famous electronic musician Richard James— 
aka Aphex Twin, AFX, Polygon Window, The 
Dice Man—to the first 50 people who 
responded via e-mail (they received several 
hundred replies). Cleopatra Records, whose 
artists include gothic acts Rosetta Stone and 
Christian Death, and industrial groups such as 
the Electric Hellfire Club, regularly post 
updates to rec.music¢.industrial, and have an 
e-mail account to handle inquiries. 

The Internet is beginning to break down 
traditional barriers between artist and con- 
sumer, making it easier for the average listener 
to communicate with the artist, at the same 
time that it is making it easier for artists to 
find their audience a new and unique way. Far 
from being dead, the punk, DIY ethic is 
thriving on the net. 
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Prepare to have your space invaded. 








Ever get a homework headache? You close 


_the book, pop in a video game— 





pressure's gone, right? Except you just 


popped in new Byek-cet-weeawe-lelwecee for Game Boy® 


and Super Game Boy®, and it's mother-Lovin' 


migraine. Miii-la-mecwlem-xer-lel-ee YOU move 


left, you move right, they just 
















keep coming down. Their only goal TAKE SPACE INVADERS WITH YOU 


on GAME Boy, 


is to parade across your skull until 
your out your ears. 
They don't praise your skill. They don't 
admit defeat. Fry ‘em all and they just get 
meaner and faster. Hey, there's a reason this game is 


Legendary. Play on and suffer alone. Or 


Link up and see who heads for the baby aspirin 


first. Slam it in your BUYS msfeya and play it 
in coLor,| just 


Like it played 










in the arcade. 
Hot-snot 
BLAST 'EM JUST LIKE IN THE 


ARCADE ON SUPER GAME Boy. : » game connoi sseur, 


are you? Try and beat the original. You'll 


be Iclawing Jew your temples, praying you were in 
calculus class. (Nintendo) 


©1994 Nintendo of America Inc. Game Boy and Super Game Boy are registered trademarks of Nintendo of America Inc. Space Invaders ® 1994 Taito, licensed to Nintendo. 


Readin’, 
Writin’ & 
‘Rithmatic. 
Education in the 
‘90s has become 
more interesting and 
interactive thanks to the 
PC and software worthy of 
the title Electronic Professor. 









By Joyce Worley 


EDUCATION GOES HIGH TECH 


ducational software for 

home use has come a 

long way since My 

First Alphabet won the 

Atari user group soft- 
ware competition. There 
is little comparison between 
the lavish productions available today, and the 
sparse programs that ran on the computers of 
the early ‘80s. 

Top-of-the-line educational software has as 
much thought, talent, effort and money put 
into it as purely entertainment programs. 
Memory-intensive, they stretch the boundaries 
of children’s imaginations—and often stretch 
the memory constraints of home computers. In 
addition to the educators who work on the pro- 
grams, there are also teams of top level 
designers, artists, animators and musicians. 

There’s a huge selection available this win- 
ter. Educational software sales are the growth 
sector of computing this year, and manufactur- 
ers are pushing out the learning tools the way 
they used to churn out maze chase games. 





The CD Revolution 

The number of multimedia computers is 
predicted to top 17 million by the end of this 
year, so it’s not surprising that most edutain- 
ment software makers have moved on to the 
CD standard (though many publishers follow 
the CDs with disk versions.) There are a lot of 
other reasons for this. CDs are easier to use 
and require less specialized knowledge than 
DOS, or even Macintosh computers. More 
importantly, one CD can hold many disks of 
information, along with speech and music and 
even on-screen movies. 

Broderbund proved to the software commu- 
nity that edutainment can be profitable. 
(Carmen Sandiego still steals the market as 


* 


The ComfyKeyboard is a new device allowing children 
to interact with computers earlier than ever before. 





all-time sales leader.) Sierra/Dynamix proved 


edutainment could be artistic (from the days of 


Learning With Leeper through Mixed Up 
Mother Goose to the Dr. Brain products, 
beauty of execution dominated their efforts). 
MECC proved educational software sales 
could roll along for years. (The Oregon Trail 
has the longest sales track of all.) 

Now there’s an entire industry of software 
makers trying to prove that computer learning 
can help to turn around the serious deficien- 
cies in our current educational environments. 


CARMEN SANDIEGO 
Still the number one edutainment product. 





Is Computer Learning Magic? 

Long ago, when computer education first 
started, speculation arose that there might be 
something magical about the process. It was 
surmised that staring at homework on-screen 
might drive the concepts into children’s minds 
better, more deeply or more quickly than 
standard textbooks. 

Alas, there is no magic, except that of inter- 
est. Most learning is by painful, boring rote. 
The computer relieves that tedium with diver- 
sionary techniques, to make study less boring. 
Although learning games may never be as 
popular with the younger set as Mortal 
Kombat, modern 
techniques make 
the process of edu- 


There are essen- 


computer educa- 
tional products to 
teach. One is by 
reward for success- 
fully completed 
assignments; the 
prospect of a ses- 
sion with some 
entertainment pro- 
vides an incentive 
for slogging 
through each 
lesson. 


cation a little easier. 


tially three ways for 


The Schoolhouse of the ‘90s 


The second is by integration of the educa- 
tional matter with the activity. If the child is 
happily playing a game or interacting with a 
storybook, the learning may seem secondary, 
but it occurs. 

The third and newest method of education 
via computer is by immersion in the subject 
matter. This is particularly effective in history 
or hobby products, for example, that database 
information about a topic with handsome 
search routines and compelling delivery. 


All Roads Lead To Smartsville 

Frankly, it doesn’t matter how it happens, 
just as long as it does. The kids have to be 
taught. Schools are making strides toward 
using computer-aided education, but the 
finances are hard to handle. Only a few school 
districts in the country can actually afford to 
go first class. That would be a computer on 
every student’s desk, a network system 
between the students and access to Internet. 
The electronics industry, in particular the great 
hardware companies like Apple, IBM and 
MicroGrafx, give grants of money and equip- 
ment and software, but there’s just not enough 
to go around. 

For first-class, computer-enhanced educa- 
tion, the answer often is found at home. A 
significant minority percentage of American 
families now have computers. In this home 
environment lies our best hope for well- 
educated future citizens. 


Try A Little Tinder 

The fire of learning is easily lit. Children’s 
minds are open, absorbent as sponges, active 
and eager. Educational software can light the 
flame that is never quenched. 

Software education is good for three kinds 
of students. It’s good for slow learners; for the 
student who needs a little extra help. The com- 
puter is an endlessly patient tutor. 

It’s also good for the bright kid who races 
through the classwork and is bored; it lets 
those kids travel further, at their own pace. 

But, the biggest opening of all is for the 
average student, who plods along, doing his or 
her best, with the average number of victories 
and defeats. Computer software can help, can 
enlighten, can intrigue. 

In this listing of suggested programs, we’ ve 
dealt with the newest titles. But don’t disre- 
gard the two or three dozen programs 
reviewed during the past year in EG. 

A kid who spends the day in class shouldn’t 
have to spend the whole evening studying. 
Even the best educational software cannot and 
should not take the place of entertainment; 
children must have time for recreation. 


Flectronic Games 93 


But when it’s study time, the right software 
can make the lessons easier. 

It’s wonderfully rewarding for an educator 
or a parent to see a child turned on to knowl- 
edge. It lifts our hearts to brighten their future. 


Tots Get Comfy 
On The Keyboard 

One of the most elaborate devices for com- 
puter-using toddlers is the ComfyKeyboard, 
made by Comfy Interactive Movies. The col- 
orful keyboard sports 20 large control buttons, 
a telephone and a roller, each color coded and 
illustrated with a picture. 

The keyboard is designed for ages 2-6, but 
it sparkles best for the very youngest players, 
ages 2-4, who’ll have no trouble getting com- 
fortable with the Comfy. The big buttons 
make command entry easy. 

ComfyKeyboard plugs in through the print- 
er port of the PC, and a set of eight disks 
install on the hard drive for various activities. 

The six large, color buttons along the bot- 
tom change the colors on-screen. The celestial 
body keys (sun, moon or clouds) each start a 
movie about the weather, accompanied by 
music. The four instrument keys, (trumpet, 
piano, drum and flute) play music and produce 
an on-screen animation. The cylinder roller 
produces images that move proportionate to 
the speed the roller is turned. There are five 
characters depicted along the left side flanking 
the phone, and picking up the phone institutes 
a conversation with any one of them. 

On screen, the child sees and plays with 
four interactive movies in coloring book-style 
graphics. Although overtly for entertainment 
only, they carry a lot of valuable lessons, such 
as colors, numbers, animals and more subtle 
lessons, like the value of friendship. 

The keyboard sells for $99, and the compa- 
ny does plan to release additional software 
that works with it, before the end of 1994. 


Does Computer Education 
Work? 

EG asked Dr. Carol Adrienne Roffey, 
director of education development for Discis 
Software, if on-screen reading books helped 
the child learn to read better than traditional 
printed texts. 

Dr. Roffey was candid: “I don’t know if we 
have enough evidence, it’s such a new indus- 
try, to say that it’s categorically better. But a 
multimedia environment can offer more than a 
book can offer, such as explanations of all the 
words. Kids can get a full read or a slow read. 
You can enhance the story, and hopefully the 
understanding, by clicking on pictures, or ask 
more questions to drive them back into the 
text to find the answer. 

“We’ ve participated in two research studies 
with kids who worked with the electronic 
books. We determined in pre- and post-tests 
that kids’ attitudes improved toward books, 
toward themselves as readers. The kids’ 
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self-perceptions went up. Kids who went in 
with a bad ‘I can’t read; I don’t like books’ 
attitude, left with improved self-confidence 
about themselves and an improved attitude not 
only toward electronic books but toward con- 
ventional books. That might suggest that the 
electronic book helps the child into conven- 
tional books. We also found that children’s 
word recognition and vocabularies improved. 

“We're at our infancy in testing or measur- 
ing this, but we think computers will make a 
substantial difference.” 

Dr. Roffey is an expert in curriculum and 
instructional development. 


How Does Educational Software 
Work? 

We asked Dr. Michael P. Carter, VP of 
education at Digital Pictures, if electronic 
education is effective. 

“Well, there are studies that demonstrate 
that if children use computers in their stud- 
ies, their test scores don’t go down,” he 
quipped. 

He went on to explain, “We do find that 
they find new ways to do new things. For 
example, when writing stories kids can be 
much more articulate both with text and 
images by using the computer instead of 
handwriting. A child has less developed 
motor skills, and is largely hampered in her 
expression by how difficult it is to transcribe 
what she’s thinking. Even a thing as simple 
as introducing children to keyboarding at an 
early age helps them express themselves bet- 
ter. My daughters learned a lot about how to 
use computers by playing games like Cosmic 
Osmo when they were as young as three.” 

Asked how parents can choose software to 
best help their children, he said: “They should 
look at the things that their children find most 
interesting and the activities they enjoy most, 
that the parents would most like to have their 
children involved with, and then look for 
analogs in computer software. 

“The best possible thing that could happen 
is that kids would have access to virtually any 
cultural artifact, from a picture of a shark, or a 
pyramid, a movie clip of Martin Luther King’s 
‘I Have A Dream’ speech, John F. Kennedy’s 
inaugural address, a facsimile of the 
Declaration of Independence—anything that 
our culture values, including all the text. 

“T would love to put children on-line [on the 
Information Highway]. I would love for chil- 
dren to have more choice about what they can 
have on screen. It’s the difference between 
what a child can find wandering around a local 
library and what she can find wandering 
around the Library of Congress, if she were 
allowed to wander around the Library of 
Congress. 

“The technology could make almost 
anything available to anybody.” 

Dr. Carter is a pioneer in computer 
education. 














Oh no! An evil alien spaceship has stolen soccer’s World Cup and 
scattered it around the world in five pieces! Without the cup, 
there can be no World Championships this year. But don’t lose 
hope, Soccer Kid’s on the case. Wearing his favorite team col- 
ors and armed with his trusty soccer ball, Soccer Kid sets out 
on a perilous journey that takes him through five countries 
filled with dangers and pitfalls. He faces over 30 levels of 
fearful enemies whose goal is to rid the world of his favorite 
sport: Soccer. Help Soccer Kid travel around the world to 
piece together the world cup in time for the World 
@at-lanle)(ojariall on 





VY Collect the 5 World Cup Pieces and save the 
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Vv 256-color VGA graphics 
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Vv Over 30 levels of gameplay 
Y Travel the streets of Japan, the U.S.S.R., 
England, the U.S.A. and Italy 
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© 1994 MicroLeague Interactive Software. 
© 1994 Krisalis Software LTD., Soccer Kid is a Registered Trademark of Krisalis Software LTD. All Rights Reserved. 
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THE MOST IMPORTANT LESSON 





he most important les- 
son any child ever 
learns is how to read. 
Before they learn to 
read, the world is an 
oyster waiting to be 
opened. If they don’t read, 
the oyster stays forever closed. A great deal of 
software is available to help kids acquire this 
skill, and the computer is a patient, inventive 
tutor. 

Most early reader programs use a similar 
format: they display a story page by page, 
with printed text, then read the words aloud, 
highlighting each one. Often they offer multi- 
ple languages; Spanish and English are the 
most popular variations, but French and 
Japanese are sometimes offered. Many come 
with books, activity guides, or even video- 
tapes for added value, and many have print 
options. 

WordPerfect’s Totally Ready to Read: 
Read with Me 1&2 (PC-CD, ages 3-7) isa 
combination product that takes the prereader 
from early learning games with colors and 
shapes, through capital and lowercase letters, 
all the way to rhyming, single-syllable words. 
It has a large selection of music, a good 
youngster’s coloring box with lots of tools and 
predrawns and action games. The word sec- 
tion shows kids how letters combine, and 
speaks over 60,000 words. 


Chadwick and the Sneaky Egg Thief: 
A combination activity book and storyteller. 


Chadwick and the Sneaky Egg Thief 
(Knowware/PC) also provides the child (age 
3-8) a coloring set, with stamps and patterns to 
doodle with. The host, Chadwick, tells stories, 
and the illustrations can be used as coloring 
book pages. Clickable objects on every screen 
produce animations, with the name of the 
object displayed and spoken. Print options cre- 
ate copies, or even Windows wallpaper of the 
predawn or original art. 

Kids ages 3-7 learn to recognize letters and 
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words with Great Wave’s Reading Maze 
(Macintosh). They work with sentence struc- 
ture, as they move through a maze to explore 
a house, finding objects which are then identi- 
fied. The child must use strategy, collect tools 
and follow directions, and the parent sets the 
skill as the learning level increases. 

Reader Rabbit’s Interactive Reading 
Journey (The Learning Company/PC- and 
Mac-CD) takes kids 4-7 through 20 different 
learning lands, each with activities, and 40 
storybooks sequentially arranged to provide a 
full year of training. It presumes the child rec- 
ognizes letters of the alphabet, and some 
parental assistance is needed to get started. 
The graphics are cartoon-perfect, and print 
copies of all 40 stories are included. 

Kids Can Read: The Paper Bag Princess 
(Discis/PC- and Mac-CD) puts a child’s story- 
book on disc with attractive illustrations and 
explanations of every word. The youngest 
users may start by listening to the story, but 
learners age five and over will quickly relate 
the words to the print. In this one, the princess 
is the heroine, out to save the prince from the 
dragon. How’s that for a girl-pleasing twist? 

Somebody Catch My Homework (Discis/ 
PC- and Mac-CD) is a charming illustrated 
book of poetry of special interest to grade- 
school kids. They are read aloud by children, 
with the words highlighted for training. Each 
is illustrated with an evocative drawing that 
has numerous clickable spots. 
The topics of the poetry concern 
the grammar school world. 

The Living Books series of 
products from Random 
House/Broderbund are top- 
quality, multilingual, click-and- 
point storybooks for prekinder- 
garten through age eight (PC- 
and Mac-CD). All use similar 
engines. The child sees and hears 
the story, in English or Spanish, 
with every word highlighted. 
Lots of animations illustrate the 
story, and clickables on every 
page keep it interesting. The lat- 
est release, Harry And The 
Haunted House, is a child-pleaser that won’t 
cause any nightmares, but will provide lots of 
replayable fun. 

Ruff’s Bone uses the same format to let 
even younger prereaders follow the adventure 
of the dog Ruff as he searches for a bone, in a 
fanciful trip that takes him from his own 
neighborhood, to underground, in the clouds, 
forest, ocean and more. Again, clickables on 
every page produce amusing animations, 
while the learner gains a connection between 





Reading: The First Block of Education 


the spoken word and those on screen. 
Stickybear Reading, newly available from 
Philips for CD-i lets 4- to 8-year-olds get 
ready for reading through three activities. 
They can create sentences by choosing nouns 
and verbs; then Stickybear reads the sentence 
as it animates. The word activity shows a 
scene with every object identified, and each 
name is highlighted as pronounced. The third 
game displays pictures to be shot by Sticky’s 
cannon, to make the picture change to its 
name and back again. Move between English 
and Spanish at any time, for bilingual skills. 


For More Advanced Readers 
Reading & Phonics Grade 1, in the 
Brighter Child series by American Education, 


HARRY AND THE HAUNTED HOUSE 
The latest “Living Book” from Random House. 


contains a walloping 32 activities, but-children 
need to be able to read in order to follow the 
on-screen instructions. The activities are actu- 
ally a series of assignments, and the learner 
gains practice in alphabetizing, recognizing 
sounds, following directions, rhymes, riddles, 
sequencing and other useful skills. 

Word City (Magic Quest/PC, ages 7-14) 
combines spelling, vocabulary and reading 
comprehension in action games, and tops it off 
with a speed-reading module. This requires 
children to read, use strategy to overcome 
obstacles, make quick choices and interpret 
passages they’ve read. The action games are 
moderately entertaining, and the entire thing is 
good practice for the slightly older student. 

Self-reading storybooks are not appropriate 
for older students (ages 8 and over) who’ ve 
already gained skill. But additional practice in 
reading comprehension and problem solving is 
fun, with Eagle Eye Mysteries in London 
(EA*Kids/most systems). This hones reading 
skills by putting them into practice, to solve a 
series of 50 mysteries, each progressively 
more difficult. It requires the junior sleuth to 
travel around London, interview people, 
collect clues and research information in order 
to solve the various cases. 
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Shadowboxes provides 
hours of fun while your 
child learns to read. 


Ages 3-8 
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ARITHMETIC IS TOUGH 





t’s the least popular of 
the three R’s, and it’s 
hard to learn. There’s no 
easy way: the only 
effective way to master 
math is through drill and 
practice. Fortunately, the 
computer (with the help of some well- 
designed educational software) can make the 
learning process more interesting. 


Before Kindergarten Begins 
Preschool math readiness games start the 
child at number recognition and counting, then 

gradually advance to simple arithmetic. 

Peter’s Numbers Adventure (Apple/Mac- 
CD) is a classic number recognition game, but 
with graphic standards that elevate it above 
the norm. No reading is required; Peter will 
give any needed instructions in English, 
French, German or Spanish. Each number 
leads to a land with many clickable objects, 
QuickTime movies and hidden games. There’s 
a paint box with pictures to color and an 
embedded musical scale to play tunes. 
Backgrounds are enticing and the animations 
are clever. Youngsters ages 5-8 will have a lot 
of fun while they’ re learning their first number 
lessons. 





Kids Math (Great Wave/PC) has eight 
games for prekindergarten kids through third 
grade, ages 3-8. They range from simple 
mouse practice through counting, addition and 
multiplication. It does require reading to use 
the program. In addition to the normal count- 
ing routines, there is also an unusual shuffle 
board to provide adding practice, and a snail- 
speed paddle ball game that rewards correct 
solutions to problems. Graphics are attractive 
but a little sparse. 
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Math Ace Jr. (Magic Quest/PC and Mac) 
puts learning programs for ages 4-8 in an 
underwater setting, as the child completes 
tasks in order to stock an aquarium. Colorful 
backgrounds contain nine simple games, from 
shapes and numbers to coin recognition and 
telling time. There’s also a “fish calculator” 
that helps kids visualize numbers, and the bub- 
ble blaster game to shoot the correct answers 
to on-screen problems. Users gain practice in 
addition, subtraction and multiplication. 
Instructions are verbal, which helps nonread- 
ers, but it may require some parental help to 
explain the game goals. 

Mindplay’s Easy Street (Macintosh) takes 
kids ages 4-7 on a shopping spree in a sort of 
mathematical treasure hunt to locate and buy 
the five items on the shopping list, while 
avoiding Knuckles the gorilla. The graphics 
are underplayed, but it’s easy to use, and the 
parent can adjust the difficulty level to suit the 
child. There’s even a Create module, to add 
more problems by opening new stores. 


When They Are Older 

Programs for older kids usually contain all 
four primary arithmetic disciplines, and often 
have fractions, decimals and percentages as 
well. Troggle Trouble Math (MECC/PC or 
Mac) sets the prob- 
lems amid an 
adventure. Dr. 
Frankentroggle is 
holding Muncher 
prisoner, and 
Sparky the math 
dog must release 
him. Math prob- 
lems come in 60 
levels of difficulty, 
for grades 1-6. 
There’s a calcula- 
tor/ communica- 
tor/number pad on 
the left side of the 
screen and the dis- 
play window fea- 
tures cleverly ani- 
mated Munchers 
and Troggles. The choice of an adventure 
setting is particularly good for this age group. 

Broderbund’s Math Workshop (PC- and 
Mac-CD) is a lavish learning product for ages 
6-12 that covers the four disciplines, plus 
equivalences, estimation, fractions, pattern 
recognition, spatial orientation, shape recogni- 
tion, scale, symmetry and problem solving. 
Beautifully produced, it contains an excellent 
manual, and also an on-screen video for par- 
ents. The math games are creative, such as 





Software Makes Drill & Practice Easier 


bowling games, fractions taught by musical 
notes and rhythms, picture puzzles that turn 
into movies, kaleidoscopic art and lots more. 
This is a graphic and audio feast for math 
students that actually is fun to use. 

Stickybear Math (Philips/CD-i) sets kids 
6-15 to work solving problems presented in 
traditional format, but sometimes flanked by 
illustrations to help the youngest learners visu- 
alize the numbers. Success earns energy for a 
round of the side-scrolling platform game; 
Stickybear runs and jumps his way through, 
avoiding or hopping on top of paint cans, until 
the energy runs out. The game offers a higher 
level of game play than some of the other 
choices and acts as a nice incentive for doing 
the work. 

Memphis Math: Treasure of the Tombs 
(WordPerfect/PC CD) takes on the thankless 
task of “decimals, fractions, tombs & mum- 
mies” by sending the adventurous mathemati- 
cian, age 8-14, to Egypt. Correct solutions to a 
group of problems advances the adventurer’s 
search of Pyramid, Sphinx and Temple. This 
is an ambitious, deluxe project, with almost 
200 different activities, and lots of Egyptology 


ALGE-BLASTER 3 
Edutainment for high school-level students. 


and artifacts to study. Kids will want to do the 
arithmetic to get on with the adventure. 

Davidson makes the most popular math 
tutor, Math Blaster. Davidson discovered that 
younger kids aren’t the only ones who enjoy 
playing while they learn, and took their popu- 
lar game to a high school level. Alge-Blaster 
3 (PC-CD) is the latest version of the compa- 
ny’s algebra program. The planet’s been 
invaded by a group of evil aliens, and the suc- 
cessful completion of algebraic problems can 
save the world. An interactive tutorial, on 
screen workboard, and carefully stated prob- 
lems help the student practice first and second 
semester algebra. The Blaster game is a 
reward; it requires the student to set the angle 
of the gun to stop invaders, and the decoder 
game uses algebra to translate enemy 
messages. 
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Want to come over and play a computer game? 


You Ag 
As of the ay 
Dark? 


PC CD-ROM Game 


ASEM. 





based on Nickelodeon’s hit show “Are You! A fraid raf. Dark?” 
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It’s coming soon. So consider yourself warned. 
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THE WORLD AROUND US 






he most famous learn- 
ing program ever pub- 
lished, Broderbund’s 
Where In The World 
Is Carmen Sandiego? 
sold more than all the 
others and continues to 
dominate the hit lists. The Carmen series 
also teaches USA, European, World and 
Astronomical geography in similar products. 
Each gives clues about Carmen’s location and 
a learning tour in pursuit of her gang of 
thieves. The new CD-ROM versions have 
more music and photographs, additional coun- 
tries, and more animations. This is the classic 
geography game for ages 9 through adult. 


CARMEN SANDIEGO 
Kids wanting to learn geography? Believe it! 


Great Wave Software’s World Discovery 
(Macintosh) is an unusual map toy. Kids place 
countries, puzzle-style, in their proper posi- 
tions, with or without the assistance of geo- 
graphic boundaries; identify countries by 
shape or location; or pick countries in 
response to clues. This study tool lets kids 
learn locations of rivers, regional borders, 
capitols, historical people, currency and 
events. It also permits the parent or teacher to 
customize quizzes and lessons. Although the 
learning is not game-cloaked, it’s fun to pop 
the countries into place, and the timer provides 
an incentive to work fast. 

Every family should have an atlas. The 
Software Toolworks’ World Atlas (PC- and 
Mac-CD), contains more than just maps. 
There are also video clips, photographs, flags, 
national anthems and information on the 
nations’ peoples. In addition, there is data for 
every country on education, communication, 
crime, economy, agriculture, government, 
travel, health and more. 

Geography doesn’t end with Earth. 
Numerous programs provide data and history 
of the space efforts, and stunning astronomical 
photography. Beyond Planet Earth 
(Discovery/PC-CD) provides a good planetary 
reference, along with over 200 photographs, 
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almost an hour of video, and a library of infor- 
mation on the formation of our solar system. 

Vitsi Visits Space (GTE Interactive/PC- 
and Mac-CD) is for much younger learners. 
Vitsi, the on-screen guide and narrator, pro- 
vides a steady stream of conversation, facts 
and information, sings songs and suggests 
off-screen activities (such as using a plate to 
draw Saturn with its rings). 

Vitsi is also the guide for two additional 
early-learning science programs. Vitsi Visits 
Dinosaurs has 30 minutes of video, music, 
facts and activities. It may not be the most 
comprehensive encyclopedia of dinosaurs, but 
it’s a lot of fun for the young learner. Vitsi 
Visits The Ocean uses the same guide for a 
similar learning program that explores the 
ocean and its life. 

Ocean Life, Volume 3—Hawaiian Islands 
(Sumeria, PC- and Mac-CD) is for more seri- 
ous ocean study. The third volume of this 
excellent series provides topographical and 
relief maps of the Hawaiian islands, then uses 
narration, photographs and underwater videos 
of over 90 species of aquatic life to illuminate 
behavior studies on mating, camouflage, 
brooding and nesting. This is almost too beau- 
tiful to be called educational, and the whole 
family will enjoy the vivid pictures of the 
underwater world. 


The Science of The Human Body 

Children ages 3-8 get the answers they want 
about their bodies in What Is A Bellybutton? 
(IVI Publishing, PC-CD) It points-and-clicks a 
little girl through a normal day. As the animat- 
ed story unfolds, the child learns the answers 
to the title question and others about the 
human body. Designed for use by prereaders, 
it helps early learners with highlighted text as 
words are spoken. 

Microsoft’s Magic Schoolbus Human 
Body (PC-CD) is for young grammar school 
ages. Young Arnold and his playmates take a 
fieldtrip inside the human body. The class- 
room is full of clickables, and the school- 
teacher is on hand to answer all the questions. 
Once inside the body, explanations, action 
games and activities, surrounded by imagina- 
tive interpretative drawings, make an adven- 
ture of the learning. 

AnnaTommy (IVI, PC-CD) is for kids 8 
and over who are ready for more realistic 
views. This trip through the human body 
explores the skeletal, circulatory, digestive, 
nervous, endocrine, urinary, lymphatic, 
integumental, respiratory and reproductive 
system through arcade-style games. The ani- 
mations are based on real photos, and there’s a 
good glossary of medical terms available. 





Digital Geography, Science and History 


Mluminating History 

Multimedia provides a wonderful venue for 
study of history for all ages. Some programs 
provide an encyclopedic collection of all pho- 
tos and facts about a specific incident, such as 
America’s Civil War (reviewed elsewhere in 
this issue). Discovery’s Normandy: The 
Great Crusade (PC-CD) takes this approach, 
with videos, letters, diaries, maps, animations, 


Falaise Trap 


NORMANDY: THE GREAT CRUSADE 
An exhaustive, interactive guide to D-Day. 


actual radio broadcasts and exhaustive data 
about everything that happened on D-Day. An 
excellent compendium, it makes history live. 

For youngsters age 7 and up, Mario’s Time 
Machine (Mindscape/ most systems) is a 
light-hearted game that nonetheless teaches 
facts, as Mario visits 24 time periods, meets 
famous people and hears music in the style of 
each era. The object is to recover and return 
stolen historical items, in a program that lends 
itself to family fun. 

Museum Madness (MECC/PC) combines 
science with history when the museum’s 
exhibits come to life and mix up the exhibits. 
This takes an adventure-like approach, as kids 
inspect things, talk to people, pick up items 
and use their science and history knowledge to 
clean up the havoc. This is for kids ages 10- 
13, but the whole family can participate. 

Putnam took a lighter approach to history 
with the Cartoon History of the Universe 
(PC-CD), with Larry Gonick’s cartoons from 
his book by the same name. It laughs at 13 
billion years of history, while providing his- 
torically-accurate data through five hours of 
audio, 2000 animations, 350 pieces of original 
music and 17 3-D games. 

World Library, on the other hand, is very 
serious about The Story of Civilization (PC- 
CD), which contains all 11 volumes of Will 
and Ariel Durant’s history compilation. Search 
routines make the massive work easy to use as 
a reference. It also has 800 illustrations, pho- 
tographs, biographical information and video 
footage of the Durants. This outstanding work 
is for advanced and adult students. 
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Flight Commander 2 can be found in computer game stores near you. For order information 
or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. EG 12 


t’s a magical experience 
to introduce children to 
computers. They have 
no fear of the equip- 
ment, and everything 
they see is wonderful. 
The computer can be a mar- 
velous playmate, and it is the most patient of 
tutors. 

Richard Scarry’s Busiest Neighborhood 
Ever (Activision/PC-CD; also Philips/CD-1) is 
a delightful activity for ages 3 and up. Kids 
explore the town, interacting with the resi- 
dents of the neighborhood. As they play, they 
gain problem-solving and memory skills, 
gradually learn how to read signs around the 
town and interact with others. There are also 
musical instruments to learn to recognize by 
sound. The graphics and animations make this 
areal treat. Richard Scarry’s Best Neighbor- 
hood Ever uses the same format for a new set 
of interactive games. This one adds some 
coordination training, as the child uses the 
mouse to interact with moving objects. 








THUMBELINA 
Trimark brings this classic tale alive. 

The Book of Shadowboxes (IBM 
Multimedia/PC- and Mac-CD) is an alphabet 
tutorial for kids 3-8, based on the Laura 
Seeley book by the same name. It provides a 
poem for each letter, mentioning numerous 
items starting with that letter, then opens 
boxes containing all the items mentioned in 
the rhyme. Each animates very entertainingly, 
and reinforces the alphabet lessons. 

Jim Henson’s Muppets-Same & 
Different (American Education/PC) casts the 
Muppets as on-screen companions through 24 
activities designed to hone skills for pre- 
schoolers and kindergarten students. All 
instructions are read aloud, and successful 
completion of every matching task gets a 
reward animation. It starts with simple pic- 
tures, and works up to alphabet letters and 
even whole words. 

A Visit To Sesame Street-Numbers 
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(Philips/CD-i) is a great introduction to count- 
ing for preschoolers. Bert, Ernie, the Count 
and Big Bird play games in Sesame Street- 
styled surroundings. A Visit To Sesame 
Street—Letters is similar. In this one, the user 
learns alphabet skills while visiting the homes 
of Snuffleupagus, Bert and Ernie. 

Peter’s Alphabet Adventure (Apple/Mac 
CD) teaches the ABCs with pictures of ani- 
mals. First the child chooses the letter, then 
sees a handsome drawing of an animal. 
Further clicks lead to that animal’s habitat, 
with animations of other creatures inside the 
landscape, and a QuickTime movie of the sub- 


ject. This is excellent entertainment with out- 


standing graphics and ease of use. The child 
has fun with the alphabet, and also learns the 
names of the wild animals. 

Although it lacks the lush graphics of many 
other learning programs, Great Wave’s 
KidsTime Deluxe (Macintosh) is a value- 
packed piece for kids 3-8, from prekinder- 
garten to grade 3. The ABCKey speaks (in 
atrocious tones) numbers, letters and picture 
names. Dot-to-Dot can use numbers or letters 
for kids to connect into pictures. Match-it 
turns pictures into puzzles. Story Writer is a 
simple word processor that turns nouns to pic- 
tures and back again; and KidsNotes is an on- 
screen keyboard with over three dozen prere- 
corded melodies plus other musical tools. 

Bailey’s Book House (Edmark/PC- and 
Mac-CD) uses rich, coloring book style graph- 
ics to teach kids 2-6 early reading skills. It fea- 
tures an animated talking alphabet, a rhyming 
activity, and a very special program that teach- 
es the meaning of six prepositions (over, 
under, in, out, off and on). Two self-expres- 
sion modules let the child design greeting 
cards, or make a story to print. 

Trimark’s Thumbelina (PC- or Mac-CD) 
illustrates and narrates the classic tale. The 
text appears on screen as it’s read, and there 
are numerous hotspots on each page that pro- 
duce clever animations. Although it’s not 
overtly educational, it’s obvious that this 
interactive story does entertain prereaders, and 
provide head-start help for kids age 3-9. 


A Whole Lot Of Bears 

Any discussion of childware has to cast 
some honey to the bears. They seem to be the 
perennial favorite tutors for preschoolers. 

StickyBear has charmed kids since the early 
‘80s when he made his electronic debut on the 
Apple computer. He’s still helping kids master 
their alphabet, numbers, math and reading on 
CD-i. This lovable bruin is probably the all- 
time champ at instructing youngsters, and 
Philips is lucky to have him in their zoo. 


The Berenstain Bears have a string of soft- 
ware titles that rivals even the sticky one. This 
family of cuddly pets is available for virtually 
all systems, with a variety of titles for 
preschoolers through early grammar school 
years. Philips has the most recent release, The 
Berenstain Bears On Their Own, with 
preschool lessons at the county fair, for CD-i. 

Humongous Entertainment's Fatty Bear is 
the latest bruin to take to monitor, with 
preschool teachers for IBM, Macintosh and 
3DO. Fatty Bear’s Funpack has four games 
and a paint set, all in coloring book style. 
Birthday Surprise is an adventure for ages 
3-7 that features the bears in a lush storybook 
setting. 


Video games 
for kids 


Not every video cart is a 
hack-and-slash exercise, and 
neither is every game for 
youngsters educational. 
There are a variety of car- 
tridge games available designed specifi- 
cally to be non-violent. 

Hi-Tech Entertainment puts a lot of 
emphasis on games for young players. The 
Barbie games are, of course, for girls. 
Barbie’s Vacation Adventure (SNES 
and Genesis) is a cross-country trip in 
which she solves problems that arise until 
she safely returns home. 

Hi-Tech’s Beethoven (SNES, Genesis 
and Game Boy) is a four-world tour to 
help the dog rescue his puppies. 

Acme Animation Factory 
(Sunsoft/SNES) lets kids use Looney 
Tunes characters (or draw their own) to 
make animations with the paintbox tools. 
Kids can put together an entire cartoon 
with music and backgrounds. 

Soccer Kid (MicroLeague/MS-DOS) is 
a basic arcade game in which players 
move a little kid character around the 
game’s 30 levels to find the five pieces of 
the soccer World Cup, which were scat- 
tered by an alien trying to steal it for his 
collection. The kid can kick a soccer ball 
as a weapon, but it is very difficult to get 
the hang of the controls and stay alive. 
The background graphics are quite 
detailed and colorful, bringing to life loca- 
tions around the world like Tokyo, Russia 
and the U.S. Some patience is required 
with this game to get up and running. 
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Available on: PC Compatibles, 386 or better, 4 MB of Ram, 3.5” High 
Density Floppy, Mouse, ¥GA color graphics. Sound Support for Sound 

Blaster AW32, Sound Blaster 16, Sound Blaster Pro and Compatibles, 
Pro Audio Spectrum and Roland. 


ideo games, entertain- 
ment products designed 
particularly for the pre- 
teen set, have received 
short shrift in the past. 
Often they’ ve had insub- 
stantial plots and unsophis- 
ticated production values, and the entertain- 
ment value was just too thin. They pared 
away offensive language, stories and violence 
levels, but failed to introduce anything new 
to provide fun for the younger set. 

This year ushers in a new age of top-level 





funware for younger players. There’s a special 
treat in store for kids this winter, when 
Viacom New Media introduces their adven- 
ture designed particularly for ages 8-14. 

Are You Afraid Of The Dark?: The Tale 
Of Orpheo’s Curse is based on the 
Nickelodeon show Are You Afraid Of The 
Dark? The hit TV program airs on Saturday 
evenings at 9:30 ET, with a kid-themed 
anthology suspense series. It stars a group of 
youngsters called The Midnight Society who 
gather to tell campfire tales. 

The player’s goal, in the interactive CD, is 
to get into this group of tale-spinners by com- 
pleting a story begun by one of the members. 

Viacom’s design group, headed by Creative 
Director Stephen Gass, set up the realistic 
environment for the mystery, but it’s up to the 
player to unfold the story in any order, by 
exploring a haunted theatre. 





ifn your grasp. > 


The thing that sets Are You Afraid Of The 
Dark? apart from other child-sized games is 
just that. There’s nothing pint-sized about the 
adventure, and Viacom cut no corners in style, 
settings, graphic engineering or programming. 
It’s the first fully-sophisticated mystery 
designed especially to please youngsters. 

To make the setting realistic, the producers 
filmed, then digitally enhanced the Congress 
Theatre, a relic from vaudeville. As the player 
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-given to the nonre- 


travels through the corridors, passages, cat- 
walks and stage sets, every object is authentic. 
The crew digitized theatrical props and period 
clothing, and all the 
surroundings show 
this attention to 
detail. 

Equal care was 


alistic objects. The 
ghosts, mummies 
and other haunts 
were created with 
actors in movie- 
style makeup. The 
production values 
of this game are 
outstanding. 

The mystery is 
fairly straightfor- 
ward. A couple of 
the kids are trapped 
in the theatre by the 
ghost of Orpheo, a vaudevillian magician. 
Poor fellow, he just wants to use them in his 
tricks at a midnight performance, but unfortu- 
nately, his tricks always fail, because there is a 
curse on the theatre. The player must solve the 
mystery, dispel the curse and escape. 

Play is intuitive. The gamer sees the action 
through the eyes of the trapped kids, and just 
points and clicks to explore the haunted envi- 
ronment. There’s no learning 
curve nor special skill 
required. 

Stephen Gass explained 
how the team decided to do 
the project. “About a year or 
so ago a group of people 
from the NY operation, the 
Chicago production arm, and 
Nickelodeon got together, 
asking questions about what 
kind of experience we could 
deliver to kids ... The thing 
that made most sense was 
adventure ... nothing existed 
for kids. 

“We wanted to break the mold and do 
something different. One of our goals was to 
create a new form of entertainment. We talked 
to kids a lot about it ... they helped us under- 
stand that in addition to great story and great 
drama, there also needed to be a great goal. So 
we created this hybrid kind of production— 
it’s story, it’s game, it’s adventure, it’s 
challenge. 

“When we were thinking through the kinds 
of themes that would make sense ... appealing 


to both girls and boys, that made sense for an 
adventure. Kid’s ghost stories came 
screamingly to the top of the list.” 


This program does its best to Keep the 
answer to the mystery under wraps 





“We used producers from the TV show, 
execs from Nickelodeon, writers from the 
show, the cast of the show.” 

Fred Blurton, the Director, is understand- 
ably proud of the production values: “We’re 
creating over 2000 single frames depicting 
various points of view of 40 different rooms 
and seven floors of the theater. There are over 
170 pieces of animation. We shot many arti- 
facts and elements on blue screen and com- 
posited these into the texture-mapped render- 
ings of the different rooms. Characters were 
shot in fwll-theatrical makeup created by the 
makeup artist Jeffrey Segal to insert into the 
environments, creating everything full frame 
so that the player gets the feeling of really 
being there.” 

Michele DiLorenzo, President of Viacom 
New Media, discussed the company’s goals 
for the game: “With the latest in multimedia 
creative technology at our disposal, we wanted 
to make a compelling product that would 
effectively capture that immersive emotional 
component of film, while at the same time 
give kids the power to control what happened 
next.” 

Al Nilsen, Vice President of Marketing, 
talked about the special requirements for kideo 
products: “In the spirit of the television series, 
we’ ve created a suspenseful play environment 
without resorting to violence or gore. Working 
closely with both Nickelodeon and the Are 
You Afraid Of The Dark? creative team, we’ ve 
made The Tale of Orpheo’s Curse a natural 
extension of the TV hit. Just like the show, it’s 
scary, but it’s still a lot of fun.” 








Introducing Avalon Hill's 





Stalin’s powerful Red Army is poised 
along the Don River, ready to strike! 







Volume II Actual screen graphics may vary. 


Following fast on the success of Operation Crusader comes STALINGRAD, 

VoLUME II of the World at War™ series of computer wargames. This collaboration ares ihakeee 
between Avalon Hill and Atomic Games highlights the epic struggle that sealed the German infantry and arnior 
fate of Hitler’s Third Reich. Multiple historical scenarios simulate the grim battles race for the Volga. 
ending with the annihilation of the German 6th Army. In a unique advance in 

computer gaming, players will be able to switch from the sweeping strategic scale 

(depicting such actions as the collapse of the Axis flanks) to the tactical scale 

(simulating the block-to-block bloodbath within the city itself). Built upon the 

award-winning Crusader game system, Stalingrad is jam-packed with stunning 

graphics (the terrain even changes as the weather changes!). Documentation 

includes a detailed, full-color manual and large battlefield map. 

Stalingrad is sure to excite even the most sophisticated gamer. 


Mm The Avalon Hill Game Company 
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i Stalingrad can be found in computer game stores near you. For order information, or for 
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You are Kyle Blackthorne, mercenary and long lost Prince of 
the war-torn planet Tuul and one mean machine. Mysteriously 
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Win a limited Print of the k yn : 
Blackthorne Art Work y Or don’t play at all. 
signed by Jim Lee the artist! 
Interplay Productions, Inc. 
17922 Fitch Avenue 
Irvine, CA 92714 


See your local retailer for details. 
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A WISH LIST TO SAINTNICK@NRTHPOLE.COM 


Christmas is barreling down on us like the 
Secret Service on Steve Jackson. Before we 
get buried under a ton of artificial snow and 
faux goodwill toward men, let's indulge in 
some good, old-fashioned consumerism with 
EG's third annual guide to holiday gift giving. 
This year we'll concentrate on some of the best 
stuff that's come out in the last few months. 
There's a big list to go through, so let's get 
started. Remember that the street price on 
items is usually lower than the manufacturers 
suggested retail price (MSRP), and even some 
of those suggested prices might have dropped 
since we saw them. 


Cool Peripherals 
for Hot Platforms 
Aura Systems Inc. has made it 


possible to experience a little virtual 
reality without strapping hardware 


by John Wesley Hardin 














to your skull. The Interactor Virtual Vest is 
worn over the upper torso and adds tactile 
feedback to video games. The Interactor 
amplifies bass frequencies from the audio out- 
put of the video unit, so that when your on- 
screen persona delivers a crushing blow to 
your opponent, you feel the thud as your fist 
makes contact. The vest works with game plat- 
forms, televisions and home stereos, so now 
it's possible to feel the WHUMP of explosions 
in your favorite movie, or to really pump up 
the bass in your favorite thumpin' CD. The 
Interactor is available from Aura Systems for a 
suggested $99. 

Something a little more exotic, perhaps? 
ASG Technologies is debuting the InfraRAD 
(Remote Access Device). The InfraRAD turns 
any set of control pads into infrared remote 
control pads, and adds slow motion and rapid 
fire features. Plug the IR receiver into a game 
machine, plug a standard control pad into the 
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InfraRAD and play from anywhere in the 
room, with better control and response than 
that available with regular IR joypads. 
Compatible with SNES, Genesis or Jaguar, it's 
available from ASG Technologies for $49.95. 

Also from those technical wizards at ASG is 
the Video Jukebox. This peripheral stores up 
to six carts on-line. Plug six carts into the VJ, 
plug the VJ into a console and toggle back and 
forth between games with the touch of a but- 
ton. Multiple Video Jukeboxes can be daisy- 
chained to store an abundance of games. 
Versions will be available for Genesis and 
Super Nintendo for $49.99 and Jaguar 
machines for $59.99. 

For the 3DO gamer in your life, consider 
CH Products' Flightstick Pro for 3DO. 
They've taken their popular PC joystick and 
optimized it for the 3DO. All the standards 
like a four-way viewing switch, three fire but- 
tons, plus separate throttle and trim controls 
are here, along with the regular capabilities of 
the 3DO control pad. The Flightstick Pro 
should make the already hot flight games on 
3DO even better. The MSRP is $129.95. 

Any Jaguar owner would love to have a hot, 
new, Jaguar CD-ROM. Manufactured 
in the good old USA by Philips, 
this plug-in peripheral adds CD 
capability to the Jag, and 
plays CD games, audio 
CDs and the CD+ 
Graphics format. It 
provides its own 
cartridge slot 
for programs 
that may use 
cart and CD at 
the same time. It 
will retail for around 
$199. Forthcoming CD 
titles include Battlemorph, 
Highlander, Creature Shock 
and Demolition Man, among 


others. 
NuReality brings Sound Retrieval System 


technology home with its Vivid 3D series of 
sound enhancement units. The patented SRS 
(*) technology retrieves ambient sound infor- 
mation that is lost by normal stereo processing 
and adds Surround Sound to normal stereos, 
with just two speakers. There’s no “sweet 
spot” so listeners get the full effect of 3D 
sound anywhere in the room. The Vivid 3D is 
suitable for video games and multimedia appli- 
cations. It retails for $79. The Vivid 3D Plus 
adds stereo capacity, while the Vivid 3D Pro 
is designed specifically for multimedia com- 
puters. It should retail for around $100. 












At a svelte four ounces, RPI Advanced 
Technology Group’s HMSI-Micro 900 virtual 
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a $3000. 





reality glasses are the smallest VR headmount- 
ed display made. Displaying a 75 degree field 
of view, they come with stereo sound, optional 
features include wireless video and audio 
input, Voice Command hands-free microphone 
and software, and varying levels of image res- 
olution. They’re compatible with PC, Apple, 
UNIX and video game units. Let a loved one 
wear these virtual sunglasses for a cool 


If that kind of credit isn't 
in your Christmas card, perhaps 
the CyberMaxx VR headset 
at $799 is more your speed. 
From VictorMaxx, it's 
designed to be compatible with 
IBM and Macintosh PCs as well as 
Sega, Nintendo and Jaguar game sys- 
tems. The 14-ounce headset provides a 
62-degree, horizontal field of view, with 
stereo sound and real-time tracking tech- 
nology to respond to the users' head move- 
ments. CyberMaxx compatible products 
are already on the market and include 
Spectre VR by Velocity, Stonekeep by 
Interplay and Wings of Glory by Origin. 
Electronic Arts, Mindscape, ICE and others are 
also developing products to work with the 
CyberMaxx. 


Know any Tetris freaks with failing eye- 
sight? Inject life into their collection of Game 
Boy games by giving them the Super Game 
Boy. This cartridge plugs into a SNES unit 
and allows players to play any Game Boy 
cart in full color and full size. Each game 
screen can be customized with decora- 
tive, animated borders. All games made 
for the portable system will work with it, 





and from now on, all Game Boy titles will uti- 
lize the 256 color palette of the SNES. The 
Super Game Boy can be had for a suggested 
$59.95. 

Nakitek has something to blow the socks off 
your favorite SNES gamer. The GameSaver is 
a peripheral that goes between the SNES and a 
game cart. Running on four AA batteries, the 
Game Saver is an erasable ROM-cartridge that 
will remember any spot in a game, even after 
the system is turned off. Press a button and it 
saves any point in a game for up to 30 hours. 
The unit is portable, so players can save a spot 
in a game, take it to a friends' house, plug it in 
their SNES and play from where they left off. 
It also has a "true" slow-motion feature that 
slows the action down to half or even quarter 
speed, without the “stuttering” effect caused 
by the slow-mo feature on control pads. It's 
available any place you can buy SNES or 
Genesis paraphernalia for a suggested $49.99. 

New from STD’s InterAct line of acces- 
sories is the Handy Power for the Game Boy. 
This power pack fits into the existing Game 
Boy battery compartment and provides eight 
hours of continuous play. It comes complete 
with an AC adapter, three-foot extension cord 
and a belt clip for a suggested retail price of 
$18.95. 

Yes, Virginia, there is a Game Genie. 
Galoob has repackaged the Genesis Genie in a 
smaller box, perfect to fit into stockings. Now, 
you can gift someone with the power to cus- 
tomize their favorite game. Even with the 
smaller size, the accompanying book has 
codes for over 120 games. There’s also a new 
Game Genie for Game Gear that brings the 
game enhancing technology to the portable 
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“the hest hoops game 
ever created..." 


ELECTRONIC GAMING MONTHLY 


“The hottest video 
basketball game around" 
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system. Both retail for around $34.95. 

Sega has some ideal stocking stuffers in 
their Pocket Arcade line of portable games. 
Each game has a color liquid crystal display 
screen that flips, pops or pivots into view 
when it’s time to play. Games include 
Amazing Sonic, Eternal Champions, Ecco 
the Dolphin, Baseball and Football. Each 
Pocket Arcade will retail at a suggested $25. 

Still not satisfied? Sega also has a nifty item 
called the IL.R. 7000. This electronic communi- 
cator and organizer allows users to send mes- 
sages up to 30 feet via infra-red beam. It has 
databases for phones and addresses, an alarm 
clock, a scrolling world map 
and a 
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calendar for tracking 

schedules. It also fea- 
tures an LCD game where the player can 
match psionic strength with the computer or 
with another player across the room. Find it at 
toy stores for around $80. 


The Cool Rock Stuff 


There are a couple of ways to make some 
joyous noise this Yuletide season. For those 
who really want to learn to play, Advanced 
Gravis' Personal Piano System for the IBM 
PC is a nice package that will give a great, 
multi-year course for under $495. That 
includes speakers and a four octave, velocity 
sensitive, MIDI keyboard with full size keys. 

If you only want to play around, we can't 
think of anything cooler than Ahead's Virtual 
Music game, Welcome to West Feedback. It 
comes complete with a Virtual Guitar, an 
instrument with the size and heft of an electric 
guitar, but the bonus is that it takes no skill to 
produce sssmmokin' riffs with this baby, 
thanks to the wonders of technology. Players 
must work their way from wannabe to verified 
guitar-slinger in the PC CD-ROM game, 
which mixes digitized graphics and sophisti- 
cated animation. An upcoming title, Quest for 
Fame: Featuring Aerosmith will allow play- 
ers to jam with the famous band. The Virtual 
Guitar and Welcome to West Feedback are 
bundled together for $109.95. 


Control, I'm Here 
STD’s InterAct line has firing solutions for 

the hardcore SNES or Genesis player. The 

all-new SG Propad for the Genesis features 
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a six-button format, the classic clear plastic 
case, an extra long cord and independent auto- 
fire control. It retails for a painless $17.95. 

If pads are passe, the STD InterAct Arcade 
Pro joystick will give that feeling of control to 
anyone on your gift list. It features a six-but- 
ton arcade-style layout, plus independent auto 
fire-control, slow motion and a metal base. 
Best of all, it's dual compatible with SNES and 
Genesis, with individual, extra long cords for 
both systems. All this for a suggested $49.95. 

Naki's MVP Arcade Joystick is its top shelf 
stick. It offers true multi-directional move- 
ment, variable speed and a six-degree freedom 
of movement. With its dual plug, it also offers 

dual-system capability 
for SNES and 

Genesis plat- 

forms. The MVP 
will work with any 
SNES or Genesis game, but the special 
capabilities are available only with specially 
encoded MVP compatible games, which 
should be coming from such sterling names as 
EA, Virgin, U.S. Gold, Tengen and Interplay. 
It should sell for a suggested $49.99. 









Punish Your Machine 


There are some meaty options for players 
who need more control over their PCs. 
Spacetec's Galaxys SpacePlayer incorporates 
a trackball, mouse buttons and five rapid- 
action buttons for firing weapons, opening 
doors and selecting objects or modes. Many 
very hot new games will support the Galaxys, 
including Wolfenstein, Doom, X-Wing, 
Lords of Midnight and CyClones, and more 
titles are coming. You'll find it for around 
$149. 

Got friends or relatives who think they can 
fly? You might consider giving them the 








Phoenix Flight & Weapons Control System 
from Advanced Gravis. With 24 programmable 
buttons, analog or digital rudder and throttle 
control, jet-style joystick and library of pre- 
configured flight control settings, the Phoenix 
can enhance any flight sim. It doesn't require 
any special support from game developers 
either, so it will run with just about any pro- 
gram. Look for it for around $149.95. 

CH Products has two good peripherals that 
go great together. Virtual Pilot Pro is CH's 
award-winning Virtual Pilot joystick with 
more viewing capabilities and firing options. 
It adds two four-way switches and six more 
fire buttons. It's mountable and has precise 
elevator, aileron and throttle controls. MSRP 
$129.95. 

CH's Pro Pedals should complement any 
CH controller. These rudder pedals feature 
dual operating modes that make them suitable 
for flight sims and driving games alike. The 
pedals will work with all CH products, and 
have additional features like aircraft-style toe- 
brakes, independent throttle and brake control, 
and a seven-foot-long cord. MSRP $139.95. 


Desirable Intellectual 
Property for Sale 
Consider it a gamer’s starter pack. Fun N’ 
Games has the ideal gift for someone who 
wants an instant library of computer games. 





16 Megs of Awesome Power... 





Bring it home to 
-- your Sega ™ 
Genesis™ 





PVaWalcer-\e(-malime am atom) (-1e MG I-1eme)\-) (2100) 


™ 
Rated by V.R-C. 2 == = THE VIDEOGAME ei t ee | i 4 | = This official Seal is your 





SYAUMIN LC mex@]0]) (@]| a assurance that this product > OFFICIAL 
ITS RATING SYSTEM, LICENSED BY SEGA ENTERPRISES, LTD. FOR PLAY ON THE SEGA™ GENESIS™ SYSTEM. meets the highest quality 
SYMBOLS AND SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. standards of SEGA™. SEGA 
INDICIA ARE Buy games and accessories = = 3 
Aspespilate tor TRADEMARKS OF . ___ American Sammy Corporation : with this seal to be sure that SEAL OF 
all audiences. SEGA OF AMERICA, 901 Cambridge Drive * Elk Grove Village, IL 60007 * Phone: (708) 364-9787 they are compatible with the aa 
INC. © 1993 SEGA. Fax: (708) 364-9831 Sega™ Genesis™ system. . 


General Audiences 


e a 
Igie MOS 
Efe N 





One hundred top-rated Dos and Windows 
shareware computer titles will be released in a 
three-volume CD collection. Titles include 
Doom-Episode One, Silverball, Wolfenstein 
3D, Raptor, Blake Stone and Mystic Towers. 
Each volume is packaged on a CD-ROM and 
will retail for around $24.95. 

And now for something completely differ- 
ent. Monty Python’s “Complete Waste of 
Time” from 7th Level is a CD-ROM for any 
Monty Python fan. This interactive CD has 
over 30 classic Python skits, famous Python 
tunes like Spam and The Lumberjack Song, 
and several arcade-style games. The Desktop 
Pythonizer adds strange sounds and classic 
bits of dialog (“It’s only a flesh wound”) to 
Windows events, and the Wallpaper Zapper 
creates instant desktop backgrounds from any 
scene on the disk. All this looniness and more 
for a suggested $59.95. 





















If your gift ideas are running to the 
less secular, there’s the new Jewish 
1.Q. Baseball for Windows from 
Davka. This isn’t a sports pro- 
gram, but instead an educa- 
tional game on a wide 
area of Jewish topics, 
like Jewish History, 
Festivals, Prayer 
and Israel. 

There are 500 
questions and the 
program allows the 
user to add more of 
their own. Its suggested 
price is $34.99. 

On the other side of the 
fence, there’s Bridgestone’s 
Captain Bible in the Dome of 
Darkness edutainment for PC. This non- 
denominational Christian program is given a 
science-fiction setting but deals with contem- 
porary issues. Designed for the entire family, it 
includes Bible verses in four translations and 
boasts lots of dazzling graphics and sound. It 
should retail in software stores and Christian 
bookstores for a suggested price of $79.95. 

For more serious study, there’s Cinerom’s 
The Gospels: A Multimedia Guide to the 
Bible. This CD-ROM for DOS includes full- 
motion video from the movie The Living 
Bible, narration by actor Bill Myers, illustra- 
tions, maps, paintings and the complete text of 
the King James Bible. It can be found for 
$49.99 or less. 


Can't think of the right thing for that hard- 
to-gift someone? Perhaps a gun can take care 
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of them. The Gunvertor from Ingenious Ideas 
is a three-in-one universal remote control 
shaped like an automatic pistol. Pulling the 
trigger on the Gunvertor changes the channel, 
while a large 25-button keypad molded into 
the unit performs all the major functions. It's 
preprogrammed for over 200 different brands 
of TVs, VCRs and cable boxes. At $69.95, 

let the diehard channel surfers in your house 
shoot it out for control of the tube. 

For those addicted ... er, dedicated TV 
watchers who can't stand to miss a show, 
there’s now the TELEmate by Econologic. 
The TELEmate combines a miniature radio 
transmitter with a TV tuner that 
isolates the sound potion of TV 
signals. When they want to 
keep up with Bart Simpson or 
O.J. Simpson, they can put it 
near any standard FM receiver 
and the TELEmate's digital tuner 
will catch the audio track of any TV 

broadcast. It retails for around 
$59.95. 

Tired of that old gray mouse? 
Logitech has a family of very cool 
mice. The MouseMan Sensa 


designer colors and tex- 
tures. There’s Deep 
Wood, Silver Pearl, 
Black Chess and 
Blue Leopard. 
Cooler than 


$79.95. 
You say you 


in the house and you 
want to pry them away 
from the computer? You can 


a while with Decipher's Star Trek: 


board game, A 

Klingon 
Challenge. The pack- 
age combines a board 
game with a 60- 
minute VHS video- 
tape to make an enter- 
tainment where no 
game ever plays the 
same twice. Players 
are ST: TNG crew 
members who must 
match wits with a 
renegade Klingon 
who hijacks the 
Enterprise. You can 
find it for around $30, 
any place you buy 
games. 

















series comprises four mice, in 


Mickey for 


have a Star Trek fan 


park them in front of the TV for 


The Next Generation Interactive VCR 


Decipher also has a Star Trek: the Next 
Generation Collectible Card Game coming 
out for Christmas. It offers collectibility and 
customized deck building, similar to Magic: 
The Gathering. Good luck in finding it, as 

Decipher tells us the first two 
print runs have already been 
sold out. When you do find 
it, expect to pay around 
$5 for a 60-card deck. 

Okay, so it’s not actually 
interactive. Adventure Press is 
publishing The Good, The Bad and 
The Bogus, by Nathan Lockard. 
Inside, 16-year-old Nathan 
gives comprehensive cap- 
sule reviews of almost 
800 SNES, Genesis 

and Sega CD 

games, with ratings 
for different age 
groups, and a rating 
of the violence level. 

He’s very objective, for his age, but the 

closer you are to 16, the more you’ll agree 
with him. $14.95. (Adventure Press, POB 
14059, Seattle, WA 98114.) 

Do you know someone who can’t get the 
sound of their favorite game soundtrack out of 
their head? Maybe you can help by giving 
them Tommy Tallarico: Virgin Games 
Greatest Hits/Volume One. This audio CD 
contains digitally remixed music from The 
Terminator, Cool Spot, RoboCop Vs. The 
Terminator and more, all by Virgin’s musical 
whiz, Tommy Tallarico, whose mission in life 
is to bring good music to video games. Pick up 
the CD at music and video game stores for 
around $13. 

OK, so what are you waiting for, 
Christmas? Get out there and go shopping. 


And remember to buy something nice for 
your mother. 
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THE RULES ARE SIMPLE. 
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It’s 2023 and the Earth is dying. A survey ship, the 
SS Amazon, takes off to locate an alternative planet and 
disappears. Now, you must discover what hit it. Oh yeah, 
while you’re at it, bring back an alien specimen, find its 
source and destroy it. 
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inhale entire ships? Or electric Distortion Rings that fry 
~ you to a crisp? 
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EG Tells You What Jo Buy 
Your Life 
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by Arnie Katz 


Newman Hass Indycar Featuring Nigel 
Mansell (Mansell Indycar) is the longish 
title of a fast and exciting action simulation of 
the professional Indycar circuit. As Mansell, 
or under your own name, challenge any or all 
of 15 tracks, each modeled after a real-life 
stop on the tour. Acclaim has produced edi- 
tions for the SNES and the Genesis for near- 
simultaneous release this holiday season. 

This Gremlin Graphics Software design 
gets the checkered flag for versatility. The 
British-based developer always gets the 
action component right, but few racing car- 
tridges accommodate such latitude in fine- 
tuning the game to personal taste. 

Option selection is simple. The direction 
button highlights menu choices listed along 
the left edge of the screen. Pressing a button 
either switches choice within that category or 
brings up a second menu with more extensive 
alternatives. 

The video racer can eliminate the music, 
pick among several control setups, customize 
the dashboard readouts, elect to measure 
speed in mph or kph and determine the 
play mode. 

Choosing between arcade and simulation is 
probably the most important determination a 
player makes outside the race itself. In Sim 
Mode, the driver can customize the car and 
must select the right time to make each pit- 
stop. It also puts yellow flag rules into effect, 
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Two for the Road 


Nigel Nansell Drives Again! 


which adds a significant level of realism miss- 
ing from many other auto racing cartridges. 

Mansell Indycar has two solitaire and one 
head-to-head configuration. A solo driver can 
either compete against a pack of 11 cars or 
race against a machine-directed Mario 
Andretti, Mansell’s actual racing teammate. 

One-track races and multi-track tours are 
available. The driver can practice, attempt to 
qualify or race. A password system continues 
a tour from play-session to play-session. 





A View from a Pit 

The cockpit vantage point is used in both 
versions. A nearly ground-level view shows 
the course pretty much as an actual driver 
would see it. This angle, hard to achieve on 
more primitive machines, reinforces the illu- 
sion of speed, because it reduces the driver’s 
ability to pre-plan moves. Directional arrows, 
posted on roadside signs, alert a driver to 


impending turns. 

The split-screen solitaire version is a good 
tune-up for head-to-head racing. Players will 
enjoy the full-screen treatment of the standard 
solitaire game, but the one-player split gets 
competitors used to the less panoramic view 
of the two-player option. 

Mansell Indycar is a game about auto rac- 
ing, not auto wrecking. The graphics are 
attractive, but don’t expect flaming explosions 
and wild spin-outs. Roaming off the course or 
hitting an overpass abutment drop speed to 
zero and stops the car, but nothing more. 
Similarly, bumping the car in front makes a 
solid thunk, but no pyrotechnic smash-up. 


Genesis vs. SNES 


Gremlin made a considerable, and largely 
successful, effort to make these two games as 
much alike as possible. Some system 
specifics, like the controllers, forced relatively 
minor discrepancies, but multi-system owners 
will not be tempted to buy both. 

Which one is better? The Genesis crosses 
the finish line first. It has a few extra visual 
touches, throatier motor sounds, and perhaps a 
little faster execution. The SNES cartridge is 
no slouch, however. The color palette is better 
than for the Genesis edition, and some of the 
on-screen images seem sharper. 

In either edition, Newman Hass Indycar 
Featuring Nigel Mansell is a very good rac- 
ing game. The Simulation Mode is not as rig- 
orous as the equivalent computer program, but 
it gives those who want more than unadulter- 
ated action additional strategic scope. 


Flectronic Games = 121 


When 3DOwners pine for more sports titles, 
few have soccer in mind. Let’s face it, the 
bloom has wilted off that rose in the U.S. The 
World Cup is a memory, and most Americans 
have returned to their former tepid interest in 
the world’s most popular sport. 





FIFA International Soccer and Soccer Kid 
have two things in common, a soccer ball and 
high quality. FIFA is a dead-serious depiction 
of international competition, while Soccer Kid 
has about the same relation to soccer as 


Get Your 


Two Views of 





Shaq-Fu does to professional basketball. 
Actually, they have a third area of commonali- 
ty: even players who don’t ordinarily love the 
subject will be captivated by the play-action 
and audiovisuals. 


FIFA International Soccer 


Soccer may not thrill many Americans as a 
spectator sport, but it makes an absorbing 
interactive experience. The pinpoint passing, 
tricky defense and up-and-down the pitch 
charges are so involving, that the lack of goal- 
scoring is hardly a problem. Constant action 
produces a high degree of player-involvement. 

One-to-six participants can choose from 
among 50 international squads and play exhibi- 
tion matches, tournaments and leagues. Time- 
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pressed coaches will all appreciate 
the championship option, which 
shortens a tournament by chopping 
the opening round. 

The medium-sized players are 
very lifelike and natural from any 
of the 11 camera viewpoints includ- 
ed in the game. The pitch, weather 
conditions and spectators are about 
as close to the real thing as a simu- 
lation can get. Dolby Surround 
Sound sharpens the feeling that this 
is areal soccer match. 

The 3DO edition has everything 
fans loved in earlier versions of 
FIFA International Soccer, and 
more. It pushes the envelope in 
every respect, from the variable camera angles 
of the instant replay to the 3-D graphic presen- 
tation of team strategies and formations. 


Soccer Kid 


When 3DO announced that Soccer Kid, cre- 
ated by Krisalis Software, would be one of the 
first releases in its 3DO studio line, many 





favorite teams colors, jumps and kicks his way 
through England, Italy, Russia, Japan and the 
US to reclaim the missing prize. 

Soccer Kid blasts bullies out of the way with 
his soccer ball as he journeys through five lev- 
els to collect soccer cards. When he has all the 
cards on a level, an amount ranging from four 
to 11, he visits hidden areas that contain trophy 
parts. 


Kicks on Route 3DO 


Soccer for the Multimedia Box 


wondered why they'd bother. Now we know. 
This is the definitive Soccer Kid, a superb 
design by Nigel Little, Neil Adamson and Matt 
Furniss. The relatively pallid PC edition won't 
prepare you for the stunning audiovisual 
impact of this game. Soccer Kid proves that 
British designers can do a totally charming, 
cute game—and still not sacrifice play-action. 
The side-scroller’s plot is unabashedly silly. 
As achampionship soccer match is about to 
start in London, an alien beams up the trophy. 





When the ship collides with a satellite, five 
fragments of the broken trophy fall to Earth. 
The fate of the entire football universe hangs in 
the balance as Soccer Kid, dressed in his 
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Soccer Kid has several different ways to 
kick the ball. Hitting the enemies with the ball 
as they approach is quickly mastered, but keep- 
ing the ball from bouncing away or deflating 
on a spike takes a little more practice. Soccer 
Kid can leap to get point-scoring icons and 
other rewards, but he has no other way to 
dispatch foes. 


The Final Score 

Was it only a year ago when gamers moaned 
about the scarcity of 3DO software? Second- 
wave games like FIFA International Soccer 
and Soccer Kid are rapidly changing that 
perception. Even those who don’t know 
Maradona from Madonna are sure to get a boot 
out of both. 


Hot Dogs and Baseball Dreams 


Go Nome and Jake Your Baseball Game With You 





by John Wesley Hardin 


The series is lost, and a lonely breeze blows 
bits of trash through the great stadiums as 
winter closes in on the boys of summer. 

Well, maybe things aren’t quite that deso- 
late. Fans whose enthusiasm hasn’t been 
dampened by the struck-out season can still 
find some big-league baseball kicks on one of 
the smallest platforms. 

R.B.I. Baseball ‘94 from Time-Warner 
Interactive is the first in the hallowed R.B.I. 
series to appear on the Game Gear, and it fea- 
tures the original artwork and animation from 
the Genesis version. The solid game play of 
the Genesis cart is evident here as well, in 
such things as the Instant Replay feature and 
the extensive number of teams available to the 
player. 

Thanks to a Major League Baseball 
Player’s Association license, gamers have 
access to all the real stars of the last five 
years. Portable managers can select teams 
from a very large pool of players, including 
any of the 28 1993 rosters, the All-Star line- 
ups from 1988 to *93, and the division cham- 
pions from ‘88 to °93. 





There are a broad range of options available 
to players. In Watch Mode, players can train 
in batting and fielding or they can manage 
their team by controlling the pitcher and 
telling runners when to steal bases. Options 
allow the player to adjust the competency of 
the computer opponent as well as dictate if the 


computer will forfeit a game when it is being 
badly beaten. 

If R.B.I. Baseball ‘94 lacks anything, it’s 
an MLB license. No real team names appear 
here, though the athletes appear in their cor- 
rect cities. They don’t play in the World 
Series, but instead in an unnamed seven-game 
series. The good news is that a password sys- 
tem allows players to come back to a series in 
progress. 

Graphically, R.B.I. ‘94 is as much as one 
could want from a Game Gear screen, even if 
the animation isn’t. The digitized animations 
of the batter, windup and pitch are good, but a 
lot of the other things are a touch jerky. On 





the whole, though, the graphics are good. 
Everything is colorful and bright, and there is 
never a doubt about where the ball is. The 
music is bright and cheery as well, though the 
sound effects are minimal. 


Serious Series Baseball 

Sega Sports brings one of the best, if not 
the best, baseball games ever to the Game 
Gear. World Series Baseball is a powerhouse 
game on the Genesis, and it doesn’t lose much 
in the transition to the Game Gear. It has a 
MLB license and a MLBPA license for the 
most authentic baseball one can find on the 
portable platform. All the real teams and real 
players are here. 

The real series is here, too. Gamers can 
play a season of 162, 123, 84 or 32 games. 
There are many options available to the play- 
er, including Exhibition, which allows a one- 
off game between two teams. Vs. Mode 
allows two humans to play against each other. 
Pennant mode allows players to play a season, 
and a save feature allows players to come 
back to a season in progress. 

One of the sweet pluses in World Series 
Baseball is the Team Edit mode. This mode 
allows the player to rename any team, custom 


build a team roster and change the team col- 
ors. Player Stats allows the gamer to view the 
compiled statistics of any player in the game. 

One of the things that WSB brings over 
from the Genesis is digitized speech. The 
game doesn’t have a whole lot to say, but the 
voice does make the umpire calls in a clear 
voice. Portable fans will concede that any dig- 
itized voice at all is a bonus on a portable plat- 
form, so there are no complaints. Gamers can 
also set the number of innings in each game 
from three, five, seven or nine. 

Just as in the Genesis version, the player 
has the luxury of watching the game from one 
of two views. The action can be viewed from 





behind the batter or from behind the pitcher— 
a nice touch. 

Graphically World Series Baseball is pret- 
ty good if not quite as good looking as R.B.I. 
Baseball ‘94. WSB’s animations are 
smoother, but the sprites are a touch smaller, 
though not too small, and it’s easy to keep 
track of the ball. 





In contrast to the current state of profes- 
sional baseball, both of these games are fun 
and playable. We know that the final choice is 
up to gamers, but both carts deserve the sup- 
port of fans ... also in contrast to pro ball. 
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by John Wesley Hardin 


Electronic Arts has long been acknowl- 
edged as the leader in sports sims for 16-Bit 
platforms. In fact, without EA, the Sega 
Genesis might never have become the sports 
game platform of choice. Not to say that EA is 
playing favorites. They also put out some 
bitchin’ games for the SNES, and, in some 
cases, they put out one great game for both 
platforms. 

We thought we’d give EG readers a scout- 
ing report on NBA Live ‘95 for the SNES and 
Genesis. Are there any significant differences 
in design or interface? Is one graphically bet- 
ter than the other? Are the controls compara- 
ble? These and other questions will be asked 
in EG’s basketball court. 

NBA Live ‘95 for the Genesis and SNES is 
the latest rev of EA’s NBA license. Extensive- 
ly redesigned, it keeps the features and strate- 
gy of previous titles, but adds a new, angled 
from-the-sidelines perspective, new anima- 
tion, better sound and graphics and more 
options than ever before. 

First, let’s examine the superficial differ- 
ences. Both are developed by EA Sports under 
the direction of Executive Producer Sam 
Nelson. Amory “Iceman” Wong was the lead 
programmer for the Genesis, while Al 
Johansen lead the programming on the SNES. 
Industry veteran and old-line Activision man 
Steve Cartwright is credited with additional 
design on both products. 

Expectedly, both games look very similar, 
thanks to quality art direction by Mike Smith. 
Both are bright and colorful, graphics-wise, 
but the SNES has more color and detail in the 
crowds, while the Genesis graphics move a 
little faster. The TV show-style opening is 
impressive on both products, but the Genesis’ 
music is a little better. 

Saying that NBA Live ‘95 has a TV style 


part, even on the court. New animations 
include jump shots, jump hooks, layups, a 
variety of slams, pushing, stealing, falling, 
rebounding and showboating. Even the crowd 
and bench players are animated. The action is 
realistic, down to the squeaking of shoes on 
the hardwood. The crowd roots for the home 





team and boos bad plays. Overall, the 
presentation on both is exemplary. 

How do they play? In one word: spectacu- 
larly. If real basketball was this action packed, 
there would be a lot more B-ball fans. On 
both platforms, players have three play 
options: Exhibition, Season and Playoff. 
Three battery back-up slots save Season and 
Playoffs in progress, player stats and user’s 
name and stats. 

All 27 NBA teams are here, with realistic 
play styles modeled on their real world play. 
There are also two All-Star teams and four 
custom teams that gamers can compile from 
the complete NBA rosters, with *93-’94 stats. 

A variety of options allows players to con- 
figure the game to their taste. An Arcade 
Mode allows gamers to play without worrying 
about fouls, injuries or fatigue, while the 
Simulation Mode is the real thing, with 
injuries, foul outs and substitutions. In any 
mode, the game on both platforms is still very 


flexible, thanks to the Set Rules and Set 
Options screens. 

Set Rules allows the player to set custom 
rules and simulation options dealing with 
every facet of NBA rules such as defensive 
fouls, offensive fouls, out of bounds, back- 
court, traveling, goaltending, injuries and oth- 
ers. Set Options allows the player to toggle 
CPU assistance on or off. CPU assistance 
increases the statistical percentages of the 
team that’s behind to help get them back in 
the game. Shot Control controls the chance a 
shot will go in by determining distance, angle 
and release point of the shot, or by the NBA 
player’s stats and attributes. 

These features appear on both platforms. 
Both games also have a Turbo Mode, where a 
player can be made to run faster by holding 
down a button as the player moves. 

There are too many innovative features in 
the interface to go into. It seems that the EA 
Sports team thought of just about everything, 
and have made a very complete basketball 
game, for any platform. There’s playcalling, 
a nice instant replay feature, offensive and 
defensive strategy, player stats which allow 
the gamer to view any NBA player’s statistics, 
and trading players. 

With a Multitap, up to four fans can play 





Head-to-Head Hoops 


When You've Got Apples Vs. Apples, You Can't Lose! 


presentation isn’t exaggeration. During the 
game, stats and info appear on the screen just 
like in a televised game. After a shot is made, 
the score appears; make a foul and the number 
of fouls for that player and team is displayed. 
Ditto for rebounds, three pointers, and other 
info. For an added touch of TV verisimilitude, 
the screen occasionally flashes “Live from 
San Antonio,” or wherever the game is being 
played. This feature, perhaps more than any- 
thing else, gives NBA ‘95 that authentic feel. 
The digitized athletes move convincingly, 
and each looks like their real world counter- 
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NBA Live ‘95 on the Genesis, and five can 
play with the SNES Multiplayer 5 Adapter. 

The questions we had in mind when we 
started this have faded. It’s a testament to the 
design team, but there are no perceptible dif- 
ferences in interface or control. The final 
judgment? This game is just good, on any 
platform. Even non-basketball fans can enjoy 
playing NBA live ‘95, but there is enough 
sophistication to satisfy hardcore hoops fans. 
We'd like to see this on 3DO or other high- 
end system, but in the meantime, it’s already 
on the two most popular game platforms. 


PREVIOUS SEIS 





Inside Racqueteering 
IMG Tennis Debuts From EA Sports 


by Arnie Katz 


Vic Braden of “Inner Tennis” fame is the 
teaching pro in IMG International Tour 
Tennis, a sports cartridge for the Genesis from 
EA Sports. Designer Happy Keller and pro- 
grammer Tom McWilliams, working under the 
benign supervision of executive producer Scott 
Orr, have tried to break electronic tennis free 
of its Pong-ish roots and simulate it with the 
same rigor as any other major sport. 





It’s easy to pick up the nuances and the gen- 
eral control scheme from the manual’s opening 
pages, but learning to play effectively is anoth- 
er matter altogether. This is the first tennis title 
that really does need a practice mode. 

Learning to mix the various types of avail- 
able shots and angles is best accomplished by 
letting Braden and his electric ball server shoot 
you a few 20-ball rounds. Text windows pre- 
sent Braden’s coaching comments and practice 
instructions. The player who actually takes the 
time to utilize the resources and work through 
Braden’s short course will be ready to hold 
their own on the tour. 

The main display shows the court in angled 
overhead perspective. Four surfaces are avail- 
able for exhibitions, each with appropriate 
physics. The docs suggest starting on Hard 
Court, because the bounces are more pre- 
dictable, but some beginners may appreciate 
the slower pace of a clay court even more. The 
net horizontally bisects the screen, and players 
alternate standing in the upper or lower half 
during the match. 

Besides exhibitions, IMG has individual 
tournaments and a recreation of the IMG Pro 
Tennis Tour. Competitors win prize money at 
individual tourneys. A recap screen tracks the 
money standings and wins. 

The playfield and background graphics are 
sparse, but not without charm. Art director 
Curt Toumanian and assistant William 
Robinson have created a clean, bright look for 
IMG. The ball is easy to follow, which is half 
the battle in a tennis sim. 

Though the athletes are well animated, they 
often look clumsy when swinging. The music 
is also minimalist, but again, what’s there is 
effective. Sound effects are the standard stuff 
for 16-Bit, but then, how much scope does ten- 
nis give for more? 

Three ball retrievers lean expectantly against 


the rear wall of the stadium, and a judge sits on 
his tall chair immediately to the right of the 
net. A player can vehemently argue the call 
and point out the lines to the obviously deluded 
judge, but as in real life, it comes down to an 
ability to hit the ball accurately, powerfully 
and consistently. 

IMG offered singles and doubles competi- 
tion at several match lengths. With EA’s 
4 Way Play adapter, the cart accommodates 
four gamers. Options include exhibition match- 
es, tournaments, and extended-play tours. The 
game includes 32 well-known tennis pros. 

The game has two types of command con- 
trol: Automatic and Manual. The auto setting 
moves the tennis star into position to hit a 





return shot, but choice of stroke is entirely up 
to the game player. In the other mode, the 
D-Pad gets the man to the ball. 

IMG International Tour Tennis generally 
takes aim at those game enthusiasts who want a 
sufficiently playable, yet accurate, simulation 
of tennis. The wide choice of shots and court 
strategies will please the hardened and true 
sports gamers more than the streamlined play 
of arcade-oriented tennis carts. 
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GENESIS’ 
GAME GEAR" 





FEATURING MUSIC BY GWAR” 






HEY BEAViS, ANYBODY — 

WHO PLAYS THiS ViDEO 
GAME GETS TO AGT AS 
STUPID AS YOU DO. 


HEH-HEH. 
HM... YEH,..UH... 
SHUT UP, NIMROD. 


& & 
Introducing the games that actually let you 
control the destinies of America's leading morons. 


3 DIFFERENT GAMES, DUDE. 


GWAR i§ LiKE, COOL, BUT ONLY 
am AO) 3 Wd mn 0) 4-2 20) 
GOTTA HELP US GET TO THE 
CONCERT, HEH HEH. THERE’S 
LIKE A TOTALLY DIFFERENT WAY 
iN EACH GAME. 












GENESIS 


1 OR 2 PLAYERS 









VAN DRIESSEN TRIED TO COUGH FISHING RULES. 
TEACH US, LIKE, HISTORY. | UNLESS THERE'S SOMETHING 
BUT WE OUTSMARTED HiM. GOOD ON TV OR SOMETHING. 



















AT THE HOSPITAL THEY SAID 
WE WERE FREAK SPECIMENS, 
WE SAID, “THANKS DUDES.” 





CLOTHESLINE JUMPING i A 
GREAT SPORT. ITHAS THE 
THRILL OF ViCTORY AND 
THE AGONY OF, UH, FALLING. 


SOME GUYS FREAK OUT 
WHEN YOU TOUCH THEIR 
CAR, BUT WE WEREN'T 
GONNA DRIVE iT. FAR. 








THE GROWD i$ INTO OUR ANIMAL 
MAGNETISM. THAT'S WHY WE 
PRESERVE iT BY NOT SHOWERING. 


1 OR 2 PLAYERS 


Rated by V.R.C. 


LICENSED BY: ® VIACOM This official seal is your assurance that this product meets the 
c) ‘i highest quality standards of Sega™. Buy games and accessories 
[ Nintendo} a ew m e D | A ™ ex with this seal to be sure that they are compatible with the 


Sega™ Genesis™ and Sega™ Game Gear™ system. Mature Audiences 
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CIAL SEALS ARE REGISTERED TRADEMARKS OF NINTENDO OF AMERICA INC. ©1991 NINTENDO OF AMERICA INC. SEGA, GENESIS AND GAME GEAR ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. THE VIDEOGAME RATING COUNCIL, ITS RATING 
SYSTEM, SYMBOLS AND INDICIA ARE TRADEMARKS OF SEGA OF AMERICA, INC. © 1993 SEGA. 
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he passion with which these 
words were spoken remains alive 
in countless aviation enthusiasts 
today. Flight simulators have 
always been amongst the highest-selling titles 
because they tap directly into this fascination. 
Most players know that, for whatever reason, 
they will never have the opportunity to experi- 
ence the thrill of flying first hand; not as a pas- 
senger but as the pilot. Consequently, we all 
live vicariously through the computer monitor. 

We crave the experience of pushing the 
ragged edge of the flight envelope, and appre- 
ciate the fact that we can do so from the rela- 
tive comfort of our desks. Sure, we want to be 
~ punished when we violate the laws of physics 
and aerodynamics—and we eschew programs 
bw] sone Com rolan ote) CoMUTar:Cereo)t Tel e-Lo) (om CommOLity 
actions—but we must also be given the 
opportunity to try the unthinkable. 

Finding the right balance of realism and 
playability is often the bane of programmers. 
As multimedia flight simulators take off on 
home computers for the first time, this concern 
is more evident than ever. Players have come 
to expect added value from CD- versus disk- 
based media. Different developers attempt to 
provide that value in various means. Some 
throwin new aircraft to fly, others do addi- 
tional scenery add-ons, and still more throw in 
new mission profiles. All of these are great, 
but what gamers are really waiting for are 
even more complex flight models. 

Don’t expect that from any of the CDs dis- 
cussed herein, as they are either value-added 
cousins to the originals or, in the case of Wild 
Blue Yonder and Warplanes, reference 
works instead of simulations. However, it is 
reasonable to expect some first generation 
multimedia flight simulations in the near 
future. The first that we are aware of is the 
successor (in game engine terms) to Chuck 
Yeager’s Air Combat. Electronic Arts will 
soon release U.S. Navy Fighters, designed by 
Brett Iverson, guaranteed to shoot 
much of the compe- 
tition. 








we wait for it to come 
over the horizon, let’s occupy our- 
selves by soloing in some of the latest 
offerings for armchair aviators. 
Wild Blue Yonder (Spectrum 
Holobyte) is basically a glossy coffee table 








book on the history of aviation presented on 
CD-ROM. From the main menu, users are 
able to select from four functional areas: The 
Jet Age, Vietnam, Desert Storm and 
Tomorrow. Clicking on any one of these 
options will bring up a sub-menu of several 
aircraft appropriate to the period. In the 
Vietnam era, for example, users can choose 
from the B-52, F-105, A-6, F-4 and so forth. 
Once an airframe has been chosen, the user 
will be shown a brief film clip of that plane in 





WARPLANES 
A complete reference to over 500 aircraft. 


action, followed by yet another menu. The 
film clips are synchronized, high quality 
images that are reminiscent of the footage 
used in the Wings series on the Discovery 
channel. The menu that follows them consists 
of the following choices: Stories, 
Specifications, Cockpit, Weapons, Black Box 
and Scrapbook. 

Most of these are self explanatory. Cockpit 
brings up a photograph of the cockpit, in 
which users can point to the various instru- 
mentation and be told what it is. Black Box 
often contains crash data related to that air- 
frame, including some rather dis- 
turbing photographs of 
some 


crash 
STs 
For those 

who are fascinat- 
ed by the inherent dangers 
of the Test Pilot program, 
the section on the fly by wire 
mechanics of the F-16 is hard to pass up. 
Scrapbook contains photographs of and notes 
from many of the Test Pilots associated with 
each development program. 












Warplanes (Maxis) is also primarily a ref- 
erence work, but it does have three individual 
simulator missions included as a bonus. The 
first places players in the cockpit of an A-10 
during the Gulf War. Remember the infamous 
“Road of Death” leading out of Kuwait City? 
This is a similar mission. The objective is to 
take out a column of Iraqi armor on the road. 

Next, players can do something out of the 
ordinary: fly a transport plane. Hop behind the 
stick of a C-130 Hercules as an Israeli pilot 
flying a supply mission during the Peace for 
Galilee campaign. The task is to re-supply a 
mobile army unit in the desert behind enemy 
lines. Avoid detection by enemy units and, as 

‘an added sphincter flex, fly the entire mission 
without benefit of radar. To win, the player 
must visually locate a remote, hidden airstrip 
in the foothills and safely land the plane. 

The final mission takes place on the other 
side of the now-defunct Iron Curtain. Players 
assume the role of a Soviet test pilot for the 
Su-27 near the end of the Cold War. The mis- 
sion objective is to engage and destroy a series 
of Mig-21 drone aircraft as part of the testing 
process. Because the Su-27 is still in develop- 
ment during this phase, one can expect to 
incur significantly higher g-forces than final 
production models will be allowed to endure. 
Consequently, semi and total blackouts will be 
a factor in this mission. 

Stepping back from the “simulation” 
aspects of Warplanes, lets return our attention 
to its value as an encyclopedic reference. The 
main menu of Warplanes is the “Navigator” 
screen. From here it is possible to directly 

access the internal 

databases of over 

500 warplanes and 

200 weapons systems 

or, alternately, select 

from among the fol- 
lowing period group- 
ings for study: Cold War 
in Europe, Arab-Israeli 

Conflicts, Gulf War U.S. 

Navy Operations, Gulf War U.S. 

Air Force Operations or Gulf War RAF and 
Coalition Operations. 

Within each of these groupings, users can 
explore the warplanes used by each side dur- 
ing that conflict; discover the tactics and 
weapons used in combat; investigate the 
deployment of aircraft and squadrons, view 
multimedia war reports, even visit the specific 
airfields used in the major conflicts. A sepa- 
rate option tracks the history of modern mili- 
tary aviation from 1976 until the present day. 

Aside from the presence of some cheesy 
animations where gun camera video should 
have been present, Warplanes is a bit more 
glossy and well presented than Wild Blue 
Yonder; although it covers slightly less avia- 
tion history (but more total aircraft). 

Holding the emphasis on military aviation 
but stepping away from reference works, it is 







now time to explore two of the previously 
mentioned CD-ROM upgrades: Aces of the 
Pacific and Aces over Europe, both from 
Dynamix. The CD version of Aces of the 
Pacific rectifies all of the frame rate problems 
of its disk-based predecessor and also includes 
the complete WWII: 1946 expansion disk, 
originally sold separately. As an added fea- 
ture, the DOS CD also includes the original 
game manual presented for the first time as 
Windows online documentation. 

When played in campaign mode, AOTP 
gives players a unique perspective on aircraft 
development during the period. The early 
Japanese advantage of light, maneuverable 
planes and superbly trained pilots slowly gave 
way to the ever-greater speed, armor and fire- 
power of American designs. Further, within 
the WWII: 1946 scenario, players can explore 
alternative history. What if the use of the 
Atomic bomb had not been approved, and an 
invasion of the Japanese mainland undertaken 
instead? That allows for hypothetical dog- 
fighting between airframes which were only 
under development at the actual end of the 
war, such as: the F8F Bearcat, the P-80 
Shooting Star and the Mitsubishi Ki-83. 

The only added value to the Aces over 
Europe CD over the original product is the 
addition of the game manual as Windows- 
based, on-line documentation. Although this 
would not justify the asking price for owners 
of the disk-based game, AOE is still a solid 
offering in its own right and new purchasers 
should opt for the CD version over the disk- 
based one. 

As with AOTP, AOE allows you to play a 
campaign tracking the career of a pilot across 
the war, or opt for single missions. Under the 
single mission menu, one finds some familiar 
Dynamix options and some new types as well. 
Dogfight a Famous Ace allows players to go 
head to head with the most fearsome pilots of 
the era on either side. Dogfight a Squadron 
places players at a distinct numerical disad- 
vantage to see how they perform under pres- 
sure. Following this are normal mission types 
like Fighter Sweep, Scramble, Escort 
Bombers, Intercept Bombers and so forth. 
Both Dynamix offerings are solid looks into 
period aviation and are technologically more 
advanced than earlier LucasArts titles on the 
same subject. 





Microsoft Flight Simulator 5.0 offers an 
all-around high-quality flight experience, from 
the richness of the realistic graphic scenery to 
TanTomreV td oes alatom Cole) q@r-vaVe Mole aCe Co) mmsutemeered.q0) lt 
and dials on the control panel. The flight envi- 
ronment and wide range of choices for flying 
activities have been expanded to include 
worldwide travel capabilities, with appropriate 
scenery and time-of-day changes as users 
wing their way over continents and oceans. 
Other new features include the following: 

* New latitude and longitude system that helps 
users locate destinations and current location 
in flight. 

¢ “Land Me” feature, which helps inexperi- 
enced pilots complete flights successfully 
(without crashing) while observing the basics 
of landing an aircraft. 

* Realistic sound effects for instrument use, 
approaching objects and crashes. 

¢ Scenery that expands in detail as the aircraft 
approaches specific areas of interest. 

¢ New weather system feature that gives users 
control over the weather they will encounter in 
flight. 

Users may also choose to encounter other 
air traffic while in flight and be visited by the 
airport fuel truck upon landing after a long 
flight. Night approaches are also realistic with 
runway lighting, building lights and stars illu- 
minating the night sky. 

Hardcore flight enthusiasts—those who — 
value flight modeling itself over air combat— 
have always turned to the Flight Simulator 
series to get their fix. And, until recently, 
they have always gotten what they needed. 
Unfortunately, recent events on-line and 
elsewhere have put a new spin on things 
within the tight community of civilian PC 
aviation (hopefully, it will not be an 
unrecoverable flat spin). 

Peruse the on-line message areas of the 
major BBS services and you will find a con- 
siderable degree of angst toward the once- 
proud air traffic controllers (read as customer 
support staff) of Sublogic and Microsoft. It 
seems that some questions remain unan- 
swered, and problems unresolved. Further, the 
long-standing comments of “the fix is coming, 
be patient” are beginning to sound remarkably 
like “the check is in the mail.” 

Combine this development with the recent 
demise of Mallard Software, the top publisher 
of add-on disks for the Flight Simulator series, 
and you begin to see the cause of some con- 
cern. Itis too early to make a judgment call as 
to where all this will lead but EG’s gut check 
at this point is as follows: if Microsoft is seri- 
ous about making the same level of commit- 
ment to the development of entertainment 
products that they have for productivity prod- 
ucts, now is the time to start. 

Well, the runway is in sight and it’s time to 
sit down for a spell. Until our next avionics 
lesson, keep the sun out of your eye and check 
six ... frequently! (Ed Dille) 
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Not even Malcolm’s smart mouth could save him from 
prison when Kallak and Brandon set him up for the mur- 
ders of Kyrandia’s king and queen. Now, in part three of this 
magical trilogy, he’s out to even the score on dirty tricks. 


Show him how to get even with those royal pains in the butt. 
Not to mention, killer squirrels. Spelkcasting cats. Two-ffaced 
pirates. And a nasty fish faced queen. 


You won't be able to stop laughing-or playing. Unless, of 
course, the joke’s on you. 


With Westwood Studios’ new Moodometer, you control Malcolm’s snide 
put-downs and wild put-ons. Do you lie, tell the truth, or do stand-up come- 
dy in The Underworld? 


Over 80 brilliant scenes 
come at you non-stop in mes- 
merizing 3-D. And like the 
laughs, the graphics are big- 
ger. 


“No Click” interfacing means 
you interfere anywhere j= 
In Kyrandia just by moving § 
your mouse to the lower 
screen. 
















Ever perform a seance? ! 
Make a Fish Cream 
Sandwich? Turn men into | 
mice? The puzzles are 
trickier and the magic’s cra- 
zier in Kyrandia: Book 3. 


Our Supersound mixes 
super-weird Kyrandian 
sound effects and a lively 
music score. 


AVAILABLE ON PC CD-ROM 


Distributed 


exclusively by oe Westwood 


Fables and Fiends, The Legend of Kyrandia and Malcom’s Revenge are trademarks of Westwood Studios, Inc. ©1994 Westwood Studios, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 





by Arnie Katz 


“T almost hate to say this,” said id’s Jay 
Wilbur, “but Raven software is even outdoing 
us with the graphics for Heresy.” This implies 
no criticism of the team that has given interac- 
tive entertainment two classics (Wolfenstein 
3D and Doom) in as many years. Rather it is 
impressive testimony to the high regard Wilbur 
and crew have for the Madison, WI-based 
development house that first came to their 
notice during work on Black Crypt 
(Electronic Arts/MS-DOS) in 1991. 

“We all got to be friends during Black 
Crypt,” says Brian Raffel, vice president of 
Raven Software and the project director on 
Heretic. “Then they did the engine for 
Shadowcaster for us.” After finishing that 
game for Origin, the two groups agreed to 
work together on a new game based on a 
refinement of the Doom engine. 

“They were so impressed with Shadow- 
caster,” Raffel notes with pride, “that we 
agreed to cooperate on this project.” The 
work began last March with Ben Goeke as 
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Beyond Doom with Raven and id 


lead programmer. Id expects to publish 
Heretic under its own label before Christmas. 

The plot concerns an evil race that adds 
insult to injury. They wipe out the hero’s 
ancestors and then brand him a heretic! The 
story was roughed out by Raven’s Michael 
Raymond-Judy and then finalized by id. The 
adventure is actually a little bigger than 
Doom. “It has the same number of levels, but 
some are a little larger,” says Raffel. 

This is Doom with enhancement. ‘We’ re 
not touching the core of the game, we’re 
working on the outskirts,” explains Raffel. 
“We’re doing things that had the potential to 
be there, but which id never had time to flesh 
out.” 

This is the first game of its type in which 
the hero can look up and down as well as left 
and right. A variation of the same effect pro- 
duces flying sequences, also new territory for 
Doomware. An inventory system adds some 
strategy to the shooting and gives the character 
an activity besides combat. 


Heretic includes the audio equivalent of 
Doom’s light sourcing, with both ambient and 
localized sound. For the first time, wind and 
water play more active roles in the game. 
There’s at least one sequence in which the 
hero has to progress against hurricane winds, 
and bodies of water now have current that 
carry anyone who falls in swiftly down steam. 

Delayed time bombs are the major addition 
to the arsenal. They’re ideal for getting rid of 
unwanted pursuers. A wild new feature is the 
Morph Ovum. “When the mystical egg 
explodes,” Raffel explains without a trace of 
laughter, “the game has an ominous feeling, 
but we wanted some comic relief,” Raffel 
elaborates. 

Raven Software and id intend to work 
together again right away. Other houses will 
problably do the SKU editions (more-or-less 
literal translations of an existing game), but 
prospects already look good for Heretic 2. 
“We'll start that right after we finish this one,” 
Brian promises. 
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Climb to the top of the Extreme Face the ultimate challenge— 


Leap ceiling-high in Race against time in 
ELASTIC SPORTS. ACTION SPORTS. Arena in BASIC TRAINING. the awesome AGGRO CRAG. 
Tighten your helmet. Because realistic animation, based Nickelodeon CUTS- 
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on actual rotoscoped competitors, lets you feel every 
twist, splash and tumble of Nickelodeon's ultimate sports 
show. With seven extreme events, Nickelodeon CUTS 
will leave you breathless. 


LICENSED BY 


EXTERTAUTH RENT SYS TES 
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0 concept has been more 
oversold to gamers than 
Virtual Reality. 
Manufacturers blithely slap 
that label on anything with 
first-person perspective— 

and a few that don’t even have that going for 
them. 

The SAGE system isn’t Virtual Reality, but 
its versatility, speed and sophisticated first-per- 
son presentation could bring a new sense of 


player-involvement to electronic gaming. 


computer software title authored with this 
impressive engine. 

Pixel Magic, Inc., is the joint venture 
between First Star Software (Richard Spitalny 
and Peter Jablons) and Imagine It, Inc. (Ofer 
Alon). * 
to move forwé 


; company is formed specifically 
d the SAGE technology,” 
“The SAGE technology is 
this group. 


ains Spitalny 
owned 
All of our efforts will be through Pixel 
Magic,” seconds Jablons. 
The group first got together in the late 


1980s. “At the time we were doing some busi- 


AstroChase 3D represented the first step, and 


now a new company is preparing the first 


Stoking 


A Multifaceted Play-System Takes Shape in New York 
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ness with Epyx,” recalls Spitalny, “and we 





learned about Ofer being in our area. 

“The first time we met, I was applying for a 
job at Epyx,” Ofer says. “They told me 
‘there’s someone in the area next to you. If 
you can, please please go to them, and they 
will tell us all about the interview.’ So this is 


how we started.” 


“We’ve been working together, on and off, 


since then,” Spitalny says. “We’ve been 








actively developing products together for 
about two and a half years.” When not work- 
ing on such projects as Omnicron Conspiracy 
and Millennium Warriors, Ofer had a day job 
as a medical programmer. It wasn’t long 
before Pixel Magic’s founders had Ofer in the 


game business full-time. 


AstroChase 3-D was a 
practical execution of the 
research and development 
efforts that have now yielded 
the full-blown SAGE engine. 


the Engine 
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The project coalesced in late summer 1992. 
“We shared a vision of wanting to create a 
very realistic and interactive environment,” 
says Spitalny. 

“In 3-D,” Jablons adds, “We knew very 
early that it had to be 3-D. We wanted to 
immerse the players in a cinematic, realistic or 
surrealistic world which would permit 
unrestricted movement and viewing angles.” 

Alon asked for time to work on algorithms 
that could be a first step toward a full-immer- 
sion 3-D world. He felt his approach would 
work, even for platforms that have no sprites 
like the Macintosh. Since they’d always had a 
weakness for authoring 

systems, they 
approved the research 
time. “We made a 
total commitment to 
produce an engine, as 
opposed to hard- 
wiring,” Jablons 
states. 

Six weeks later, the 
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designer/programmer had something to show 
his colleagues. Alon’s first demo looked all 
wet. That was okay, because it was first-person 
perspective under water. “It was the first 
implementation of the engine Ofer designed as 
it existed at that point,” Jablons notes. 

“He came back with a sequence that makes 
you immediately feel like you’re under water,” 
Spitalny says. “He had all these fish—there 
must’ ve been 60, 70, 80 fish on the screen at 
one time. 

“On our Mac Ici, the fish swam so realisti- 
cally, it was breathtaking. You could touch 
them, you could make them dart away like 
torpedoes. The animation was incredible. Each 
image of a fish was a single picture, so it was 
incredibly memory efficient. The system took 
that one frame and took care of animating it, 
resizing it, and making it come alive!” 

“When I saw that demo, I was hooked,” 
says Jablons. “And when Ofer shows us 
things, Richard and I are completely 
captivated.” 

Some companies set forth to produce so- 
called Doom-killer games. Pixel Magic 
believes any connection between Doom and 
the SAGE system results from coincidence, 
not premeditation. Because Alon’s project was 
on the Macintosh, he had heard about 
Wolfenstein 3D but not had the chance to play 
id Software’s masterpiece at that time. 

SAGE is less a Doom-killer than an alterna- 
tive system to produce games with deeper 
characterizations and more plot that take place 
in a wider array of environments. “The main 
element of SAGE, compared to other engines, 
is its ability to create so many different kinds 
of look and feel for games,” offers Jablons. 
Also important is that SAGE can mix several 
environments on a single game-level. 

“Td has captured the hearts of real-time 
combat fans; SAGE is directed at those who 
want an action-adventure in an in-depth game- 
universe. “With technology like this, it would 
be a crime to use it only to make a pure 
shooter,” Spitalny declares. 


Why AstroChase? 


“From the time I first walked into the office, 
I was completely mesmerized by it,” states 
Jablons. “And I stayed mesmerized. Richard 
and I constantly talked about bringing it to life 
at various times.” 

“But we both said to each other that we 
would only do it if there was something new, 
technologically, that we could bring to it,” 
Spitalny finishes for his partner. The SAGE 
system is that something new, they believe. 

The Pixel Magic men knew they would 


136 Electronic Games 


have to turn Alon’s theories into product and 
product into cashflow. They picked 
AstroChase 3D, because it was close to their 
hearts and could serve admirably as the vehi- 
cle to bring the first stage of SAGE to the 
public, while generating money for the fully- 
implemented system. 


It Came from the Mac 
Alon chose the Mac because he felt very 
comfortable with the 68000 chip and thought a 
really superior game would have a proportion- 


ally greater impact on the Macintosh market 
than if it were DOSware. 








The system has its downside, too. The 


Macintosh has never been easy to program and 
lacks handy features like graphic sprites which 
are so beloved by programmers. 

Despite the whirlwind speed with which 
Alon wrote the basic SAGE system, there 
were problems. The biggest was the need to 
plan for tomorrow as well as today in con- 
structing the program. “As I built the engine of 
SAGE and started writing it, I did not think 
only of what I had to do and accomplish,” says 
Alon. “I was writing the code in such a way 
that will allow me later to do other things.” 

“What we were attempting to do was make 
the Macintosh perform like a video game 


machine,” says Spitalny. “The major, all- 
inclusive challenge was getting a machine that 
was not designed as a game machine to exe- 
cute rapidly.” 

Jablons observes: “If there’s one word that 
drives Ofer, it’s ‘speed’. He is continually dis- 
satisfied and pushes himself to increase the 
speed. Dick and I are far from undemanding, 
and even after we’re satisfied, he’s not. I have 
never met anyone more relentless.” 


Next: Project X 

The next game, the first under the Pixel 
Magic banner, incorporates many extensions to 
the system as showcased in AstroChase 3D. 
Cloaked with the usual enigmatic title, this 
floppy disk product promises to be a multi- 
environment first-person action-adventure. 

Ofer is leading the design effort, but that 
phase is really a collaboration among the three 
partners. “We want to have not only action, 
but story, evolve,” Jablons explains. 

“We’re saying that this game is in the sci- 
ence-fiction/fantasy genre, but we’re hoping 
that this game will be unlike any seen before,” 
says Spitalny. “We want to give players as 
many compelling, yet different, experiences as 
possible.” 

“We don’t want to offer a game with one 
emotion,” adds Jablons. “We want characters 
to display several different ones. 

“This game will take players across time 
and into worlds both real and unreal,” promis- 
es Spitalny, “and it will touch upon the mystic 
elements of the cosmos. This format gives us 
the flexibility to have different types of crea- 
tures, locations, and what have you. 

“Action sequences will be the climax of the 
adventurous missions which lead up to them,” 
Spitalny comments. “You'll be able to land on 
things and explore, not just fly by them as in 
AstroChase 3D.” The game includes the 
outer-space action that invigorates 
AstroChase 3D, but there are lengthy and 
detailed adventure sequences between each 
space battle. 

“We want to create a game, not a technolo- 
gy,” cautions Alon. Project X will not fully 
exploit all the capabilities of SAGE, but it will 
have complete access to its full potential. The 
requirement of the story will be the final 
determinant. 

Pixel Magic plans to launch Project X at 
the Winter CES in Las Vegas this January. 
“We’re going to show people something 
they’ve never seen before,” claims Jablons. 

If track record means anything, gamers 
should get set to be amazed at the products 
about to unfold. 
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The Ultima Saga has become the hallmark for Fantasy Role Playing games. This incredible series is 
now available for the Super NES and Game Boy systems! 
As the Avatar, your return to the fabled land of magic is welcomed by a populace beset by 
terrifying creatures and fantastic magic! Use your skills as a magician, warrior and sleuth to solve 
the many turmoils of your beloved Britannia and restore peace to the realm! 


Features: 
® Based on the Internationally known PC series played by millions! 


® Hundreds of hours of fantasy role playing adventure! 
@ Travel the vast lands of Britannia and talk with scores of diverse characters! 


® Battery back up allows you to save play positions! 
FCI 


Fujisankei Communications International, Inc. 
150 East 52nd Street, New York, New York 10022 


Ultima, Lord British, The False Prophet, The Black Gate, Runes of Virtue and Runes of Virtue II are registered trademarks of ORIGIN Systems, Inc. ©1994 ORIGIN Systems, Inc. Super Nintendo, Game Boy 
and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. All rights reserved. ©1994 FCI. FCI is a registered trademark of Fujisankei Communications International, Inc., 
150 East 52nd Street, New York, NY 10022. Sales office (212) 753-8100. Consumer information (212) 702-0435. 


EG Looks At Tomorrow's Games 


Here’s an advance peek at some games 
still in the programming stage. These titles 
are unfinished, and the sound and graphics 
are subject to change as the programs are 
play tested and tweaked. 


Operation Europe: Path to Victory 
(Koei/PC, CD-ROM or 3.5 disk) provides 
six European and North African battles from 
World War II and historical commanding 
officers. The player takes the role of 
Commander of Axis or Allies, in strategy or 
battle mode. In the first, division and regi- 
mental control is up to the gamer, by com- 
mand, attack, defend and move orders. In 
Battle Mode, played against a map of the 
area shown from overhead perspective, con- 
trol is at battalion level. Although complicat- 
ed, the player guides and interface seem to 
make this easy enough for intermediate level 
wargamers. Unusual options, such as sabo- 
tage and assassination, not only add interest, 
they serve to underscore the seriousness of 
the simulated campaign. 


Sim Town (Maxis/Mac CD) is the latest in 
Maxis’ series of simulated life, but this one is 
unabashedly aimed at the 8- to 12-year-old 
set. Like its ancestor programs, it provides a 
variety of tools, this time to design a kid- 
sized town. Click-and-point icons lead to 
buildings, scenery, even people that can be 
rubber stamped onto the terrain. The people 
are “alive”; that is, under supervision and 
instruction of the townbuilder, they go 
through routines of daily life and even own 
pets. The user can see inside the prefab 
buildings where they’ll find animations of 
smalltown life. The townbuilder must keep 
track of water, trees and food supplies and 
increase the town’s size without over-popu- 
lating the area, thus causing too much pollu- 
tion or creating too much garbage. There are 
also a clutch of disasters that can destroy the 
village. It’s just a toy, but it’s a good one. 


seaQuest DSY (T*HQ/SNES) is based on 
the NBC television series, and the game uses 
the vehicles designed for the show. In fact, 
the vehicles are probably the most dramatic 
ingredient of the game. The story, written by 
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Sculptured Software for Malibu Games, 
sends the player on 13 missions, through 31 
assignments aimed at stopping piracy from 
taking over the world. This lofty goal is a lit- 
tle damp from overuse, but the watery depths 
are interesting and fun to explore. The player 
controls the seaQuest submarine, then choos- 
es either a launch vehicle or the dolphin to 
get closer to the goal. There are underwater 
rescues, sunken treasures, plus both action 
and diplomacy as the gamer works through 
the ranks to gain command, The seaQuest, 
though a peaceful vessel, comes armed with 
four kinds of torpedoes, plus missiles, lasers, 
decoys and mines. 


ESPN Sunday Night NFL (Sony 
Imagesoft/Sega CD) lets one or two players 
follow the 28 NFL teams with an unusual 
view from behind the quarterback. The com- 
pany provided a low, end-zone to end-zone 
viewing perspective to encourage a long 


passing game. Players can go through a sin- 
gle game, the 1994 season, a random season, 
or playoff, and team skills can be evened out 





to test the coaching skills, or played with 
their realistic statistics. Chris Berman hosts 
pre-game, half-time and after-game shows, 
and Mike Patrick does color commentary, 
thanks to full-motion video. Quarter length 
can be set for 5, 10 or 15 grueling minutes. 
A lone player can choose at home or visiting 
team status, and the computer takes the other 
side. 


Creature Shock (Virgin Interactive 
Entertainment/PC CD-ROM) mixes flying 
and shooting in the year 2023, and sets the 
pilot to the task of saving the world from 
conquest by unknown aliens. Graphics range 
from first-person views as the pilot walks 
through the ship, to behind the vessel flying 
and shooting scenes, interspersed with 
cinematic cuts. 

The ship has a dark and atmospheric look, 
and the human occupant, rendered by 3-D 
Studio, is extremely fluid in its movement. 
The version we looked at was so early that 
all sequences weren't included, but the mon- 
sters look forbidding (such as the planet- 
sized orb with tentacles that wrap around the 
spaceship Amazon and crush it in the open- 
ing sequences.) The United Nations assigns 
the player the task of piloting a reconnais- 
sance ship to find out what happened to the 
Amazon, and to defend the Earth from 
terraforming. 


Electronic Blood Bowl (MLSA 
Interactive/PC CD-ROM) is exceptionally 
faithful to the non-electronic board game by 
Britain’s Games Workshop. This strategy 
contest for one or two coaches contains no 
action-arcade elements, though the play- 
result phase animation is partial 
compensation. 

Destiny Software has significantly 
improved the graphics, which were some- 
what disappointing at early stages. Originally 
aimed at the MS-DOS floppy market, 
Electronic Blood Bowl is now slated to 
appear first as a multimedia title, with other 
versions to follow. According to MLSA 
Interactive, a 3DO disc is under 
consideration. 

(Joyce Worley) 














Play one of six ambitious 
young heroes, each with their 
own scenario 


Seek out more than 180 trea 
sures, including rare animals 
and exotic monuments 


Organize a powerful fleet with 
up to 25 different types of 
historical ships 

While in port, explore the 
guild, bank, fortune-teller 
and Round Earth Society 


When in battle, challenge your 
~ opponent to a duel aboard ship 


One player with battery 
back-up to save games 


tions, ranging from Mozambique on Africa’s coast to Macao in the South 
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This game’s more than 
some three-hour tour! 


rc atime when mighty navies controlled the seven seas, ruthless 
pirates searched for hidden treasures and scholars argued that the Earth 
was round. Now, picture yourself as a young explorer on a mission that 
will carry you to the four comers of the globe. 





Explore exotic ports for 
information and crew 


Play the son of a Portuguese Duke out to discover the 
legendary land of Atlantis, a Spanish female navy lieu- 
tenant turned pirate, a British privateer commissioned by 





adventurer in debt to his father or a Turkish orphan 


i 


starting his own trading business. As captain, give the order 
to cast off 


Your adventure will take you to over 130 exotic destina- 


Pacific. Along the way, you will discover exotic monuments, long sought 
treasures and valuable merchandise to trade. As captain of your fleet, keep a 
careful eye on the horizon for pirates eager to steal your valued cargo or an 
enemy navy at war with the flag your ship flies. Once in port, remember to 
recruit mates, purchase new ships and gunnery, gather useful information 


and settle disputes with your enemies by challenging them to a duel. Brave the open seas or use 
the coastline as your guide 





Get ready for the adventure of a lifetime. And remember, if you 


should get shipwrecked, its always the skippers fault! AVAILABLE FOR SNES & SEGA. 
KOEI games are available for all systems in 
retail outlets nationwide! If you can‘t find 
the KOEI product you are looking for, call 
= = us at 415/348-0500 (9AM to Sp Pst). 
Online Support offered on CompuServe: GO VIDPUB, Sect. 4 
KOEI Corporation, 1350 Bayshore Highway, SuiteS40 ppt gets 
Burlingame, CA 94010 SEGA. 


Unchartered Waters: New Horizons is a trademark of KOEI Corporation. Nintendo, Nintendo Entertainment System, 


Sega, Sega Genesis and the official seals are trademarks of Nintendo of America and Sega of America. G EN ES I Ss" 


Sega Genesis title pictured above not yet rated. THTERTAUN MENT SPSTEM 
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Please rank choice for free game (1-3 in order of preference). Free games shipped based on availability. 
____The Exterminators  ____ Ground Zero Texas © __NBAHangtime ‘95 ___ ESPN Sunday Night NFL 
___ Wheel of Fortune © ___ Championship Soccer __ Jeopardy! ____ ESPN National Hockey Night 

__Fronkenstein © ___—3 Ninjos Kick Back =©__ Prime © __ ESPN Baseball Tonight + ____ No Escape 


j Mail this coupon, your receipt and the UPC bar codes for your two new games plus a check or money order for $3.75 for shipping and I 
] handling to Sony Imagesoft, PO Box 4000, Dept. 1215, Carrollton, GA 30117. All requests must be postmarked by March 15, 1995. | 


Please allow approximately 8 to 12 weeks for delivery. Offer not valid in combination with any other Sony Imagesoft offer. Void where prohibited. Valid in the USA and its territories only. 
All games listed ore either not rated or are rated for general audiences, with the exception of Ground Zero Texas (MA-13). 
L = 


‘Finally, a coupon you can get excited about. 


All games are distributed by Sony Imagesoft, 2400 Broadway, Suite 550, Santa Monica, CA 90404. Sony is a registered trademark of Sony Corporation. Imagesoft is a trademark of Sony Electronic Publishing Company. All games except Championship Soccer ‘94, Prime ©1993, 1994 Sony 
Company. ESPN and Baseball Tonight are trademarks of ESPN, Inc. NFL is a trademark of the National Football League. National Hockey Night is a trademark of NHL Enterprises, Inc The Exterminators is a trademark of Sony Electronic Publishing Company. Mary Shelley's 
Entertainment, Inc. From Malibu's Ultraverse Comic Line. Ultraverse and Prime are registered trademarks of Malibu Comics Entertainment, Inc. Jeopardy! is a registered trademark of Jeopardy Productions, Inc. ©1994 Jeopardy Productions, Inc. Hangtime '95is a trademark of Sony Electronic 
Sega CD are trademarks of Sega Enterprises, Ltd. All rights reserved. 


BUY 2 
GET 1 FREE 


(Sega CD's, not mayonnaise.) 
Just buy any two of these Sega CD 
titles, and you'll get one free from 
Sony Imagesoft. Here’s all you have 
to do: 1. Purchase two of the Sony 


Imagesoft Sega CD games on this 


iS page between 11/15/94 and 


LNIAS \ 4 2/28/95, or while supplies last 
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2. Submit the original dated cash 
register receipt(s) for your two new 
games. Receipts must be dated 
between 11/15/94 and 2/28/95 


(no photocopies). 3. Cut out and 
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, shipping and handling. Make check 
or money order payable to 
Sony Imagesoft. 5. Complete this 
coupon. 6. Mail all requested 
items to Sony Imagesoft, PO Box 
4000, Dept. 1215, Carrollton, 
GA 30117. 7. Or blow off 1-6 and 
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buy yourself some condiments. 


Available at these and other fine stores: 


Aventure, LITA SEARS »warrnenevsr BEST Wee? —oh— Bay “arase> 


Electronic Publishing Company. Championship Soccer '94 ©1992, 1993, 1994 Sensible Software. Licensed by Renegade. Published under exclusive license to Sony Electronic Publishing Company from Renegade. Championship Soccer '94 is a trademark of Sony Electronic Publishi 
Frankenstein and Three Ninjas Kick Back are registered trademarks of Columbia Industries Inc. ©1994 Columbia Pictures Industries, Inc. Ground Zero Texas produced by Digital Pictures, Inc. for Sega of America. Computer code ©1993 Digital Pictures, Inc. Prime ©1994 Malibu Com 
Publishing Company. NBA is a trademark of NBA Properties, Inc. No Escape ©1994 Allied Filmmakers N.V. Wheel of Fortune is a registered trademark of Califon Productions, Inc. ©1994 Califon Productions, Inc. Licensed by Sega Enterprises, Ltd. for play on the Sega CD system. Sega an 
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BEAUTY 1S IN THE EVE OF THE BEHOLDER 


Spectria Line of Complete Multimedia systems 
Packard Bell, Pricing Varies by Model and Option. 


It’s a computer. No, it’s a television. No, it’s a fax 
machine. The latest offerings by Packard Bell do claim 
to be all these things and, on the surface, they are. The 
question is: to what degree do they actually replace the 
other functions, and what are buyers sacrificing to gain 
multifaceted services from a single system? 

The Spectria line is targeted at consumers who want 
to consolidate many of the individual components they 
need into one box. These new PCs come with built-in 
monitor, CD-ROM, radio, television, stereo, fax 
machine and telephone answering system. Wing speak- 
ers for the monitor case are also an option. Pentium 
and 486 systems are available. Pricing naturally varies 
depending on processor speed and other options. 





All of the models are attractive to the eye. The lines 
are clean and smooth, even the shape of the mouse is 


aesthetically pleasing. Packard Bell is so convinced this 
unit will be an integral part of your home decor that 
they also included decorator color panels for the case. 
The speakers attach to the monitor so that they are out 
of the way and still look good. The appeal doesn’t end 
with the case, however. Packard Bell has put together a 
very nice package for novice to intermediate users. 

The first thing of note is that Packard Bell has color 
coded all of the cable connectors, making the printed 
setup instructions superfluous. In fact, an 8-year-old 
volunteer set up the system. Aside from a little help 
with unpacking and lifting, the system was up and 
operational in under 15 minutes. 

Much of the hard drive is already preloaded and con- 
figured, so all of the features of the unit were working 
from the Main Menu. No need to troubleshoot those 
pesky IRQ and DMA conflicts that drive inexperienced 
PC users to tears. These aspects alone might justify the 


purchase for first-time computer owners, the target 
audience Packard Bell most wants to attract. 

The bundled software includes Windows 3.11 for 
Work Groups, Dos 6.2, MS Works, MS Money, Fax 
Works and several multimedia programs. Packard 
Bell’s Navigator guides users on startup of the com- 
puter. This menu program is a “cute” front-end inter- 
face, but unless kids will be using the system, it should 
be removed. Windows is just as easy to use and it is 
quicker. The Packard Bell technical support line has 
confirmed that Navigator can cause installation prob- 
lems with some programs. Basically, Navigator dis- 
plays menu choices in the traditional setting of a home. 
Young users of Navigator have the perception that they 
are going down a hallway and turning into different 
rooms to do things. 

Arc Kidspace V 1.0 gives kids their own virtual 
room in which to play. It comes with shelves to store 
their programs and drawers to keep their work, even 
selectable scenery that is easy to understand and con- 
trol. Even more important, Moms and Dads need not 
be concerned about their data being lost or erased 
inadvertently. There’s a two-tier password protection 
system that keeps innocent hands from mischief. 

Packard Bell put together an impressive software 
bundle. The following CD programs are preloaded on 
the 540 Meg hard drive: The New Grolier 
Encyclopedia, US Atlas, World Atlas, Sports 
Illustrated 1994 Multimedia Sports Almanac, 
Microsoft Works, Megarace, 3D Body Adventure, 
3D Dinosaur Adventure, Kids Zoo, Undersea 
Adventure and Speed. A trial subscription to Prodigy 
is also included. But when all of the programs are 
loaded onto the hard drive, there is little room for any 
thing else. Don’t plan on managing a lot of databases 
with these babies until a lot of bundling is stripped off. 

The list of disk-based media included in the bundle 
is also impressive. Macromedia Action!, a multi- 
media presentation maker for Windows lets users pre- 
pare killer presentations for their business needs. 

Microsoft Money is a solid database and personal 
organizer for most home financial planning. Once users 
invest the time to master the program, they will master- 
fully manage everything from their checkbooks to 
stock portfolios. Existing Excel or Quicken files can 
be imported. There are even detailed instructions on 


how to conduct most financial transactions on-line, 
using the 2400 baud modem included. The modem is 
on the low end for most current configurations, but a 
14.4 bps modem is not an option. 

FaxWorks 3.0 replaces both answering and fax 
machines. Faxes can be received any time FaxWorks 
is running; the program notifies the user when a fax 
comes in, to review it immediately or later. Keeping 


track of faxes and voice messages is easy. All incoming and outgoing 
faxes and messages are placed into individual logs. It is even possible 
to remotely access your voice mailbox from any touch-tone phone. 

PBTV3 is a hardware/software combination that allows the computer 
monitor to be used as a conventional television. Just as a full-fledged 
television, this system can be used with any NTSC video source; cable, 
VCR, laserdisc, video camera or video game console. Tuning in a sig- 
nal via keyboard instead of knobs and remote takes getting used to, but 
it does not detract from the functionality of the unit. A nice side feature 
of the PBTV3 is that it can capture any image on its screen for use with 
other applications (such as the multimedia presentation maker). 

Video is only half the multimedia solution, however. Packard Bell 
built the audio portion of its program around the forte 16SBP sound 
card. This midrange board lacks the processing power, fidelity and 
frequency response of high-end audio solutions like the Roland Rap-10, 
Gravis Ultrasound Max or Soundblaster AWE 32, but it is adequate for 
most users. That is a good thing, because it would be impossible to fit 
any of the other full-size cards inside the case anyway. 

The forte board includes some mixer utilities and an audio CD 
controller to listen to your favorite new artists. But it would probably 
sound a lot better if the speakers were upgraded. So many audio depen- 
dent components a are shoved into the PB ri ania that a decided 


At the low end are satellite units with two > 20-watt dipital inplitiets: 
(one for tweeter, the other for woofer) in each unit. This is referred to 
as the 80-watt satellite system. The midrange step is a 160-watt system, 
which is really just two 40-watt (RMS) digital amps in each satellite. 
The top-end group is the 260-watt system, with two-foot-high 160-watt 
speakers and a separate 100-watt subwoofer. Naturally, these must be 
purchased separately, which adds to the end cost considerably. 

Potential consumers need to understand this of Packard Bell. Packard 
Bell has always been a large proponent of proprietary hardware config- 
urations. This means that, when something goes wrong with one of 
their computers, consumers do not have the option of going to the local 
Computer City or parts warehouse for a replacement component that 
they might install using their own skills. 

Further, your friendly local computer repairman will not be able to 
buy the parts from Packard Bell, either. Many are non-standard parts, 
not stocked anywhere but at Packard Bell itself, so there is no freedom 
of choice as to who will repair the broken machine. The most 
common recourse is to ship the whole unit to Packard Bell for on-site 
repair. This is always more costly than free market sourcing and one 


Tech Specs and Features: 
¢ 3 x 3 Series (486 processors/varying clock speeds) 
¢ Motherboard with Intel optional SL enhanced, 80486SX, SX2, DX 
and DX2 (motherboards support 64 Meg DRAM max with four level 
memory protection) 
¢ Built-in memory management unit 
¢ Internal Math Co-processor chip on DX and DX2 systems 
¢ AT compatible chipset 82C802 and 82C602 
¢ 4 Meg of RAM, expandable to 64 Meg 
¢128k ROM supported 
°8k cache standard 
Vesa local bus with two built in IDE controllers 
¢ VGA controller CI-GD5428: 1280x1024 16 colors, as well as 16.8 
million in 640x480 mode/1 Meg Video Memory (standard), upgrade- 
able to 2 Meg as an option 
¢ 1 Mbit flash eprom dip or 2 Mbit TSOP with system BIOS 
* Real time clock and system config in CMOS RAM with recharge- 
able lithium battery 
* Local bus Windows accelerator 
¢ 3.5 inch, 1.44 Meg (2.88 Meg optional) floppy drive 
¢ three expansion slots; three Eisa (AT compatible) 16 bit connectors; 
optional PCI riser card features one Eisa 16-Bit connecter, one PCI 
connecter and combination slot for either Eisa or PCI adapter card. 











Anyone can animate 


a hedgehog. 
We brought a 


SHOE 
to life. 





animation, graphics, 
_ sound and music. Play 
| against real tycoons or 
the computer. And see 
brought to life on Sega” | just how much fun it can 
Genesis» and Super ~ be to get rich in full 
Nintendo’ With incredible <2 cxtes é color 3D animation. 


RISK Ge Clue 


Try these other great video games Parker Brothers has brought to life. 


The car drives. The dog | 
runs railroads. And the 
money counts itself. 
Monopoly” has just been 





TRIVIAL PURSUIT is a registered trademark of and © Horn Abbot Ltd. CLUE is a registered trademark of and © Waddingtons Games Ltd. RISK and MONOPOLY 
® are registered trademarks of Tonka Corporation © 1994 Parker Brothers, Division of Tonka Corporation. SEGA and SEGA C! arks of SEGA 
Enterprise, LTD. All rights reserved. VIRGIN is a registered trademark of Virgin Enterprise, Ltd. Super NINTENDO is a trademark 0 of America, Inc. 
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is at the mercy of the manufacturer’s repair timeline. 
As a consumer, you must weigh issues such as this 
when making a purchase decision. 

Non-standard issues extend beyond the confines of 
the CPU case. Packard Bell’s computers use non- 
standard keyboards and mice, so you are stuck with 
Packard Bell. Is this beginning to sound more like a 
marriage than a purchase? Despite any of the positive 
features discussed about the Packard Bell Spectria line, 
buyers must understand up front that they are crawling 
in bed with this company for a long time to come. 

Popping the case on the unit reveals that there is lit- 
tle, if any, room for expansion. In fact, the internal 
components of the case are so crowded that the stan- 
dard fan for the CPU chip (a critical component for 
higher powered chips) has been excluded in exchange 


¢ Television and radio features are supported by 
coaxial connecter and dipole antenna. 

¢ User does not have to mess with a'lot of 
traditional configuration issues. 

¢ Even cable connectors have been color-coded 
with their ports so anyone can set the system up. 
¢ Design is compact and has a small overall foot- 
print. 

¢ 27 bundled software titles, including 11 
CD-ROMs. 


¢ Models are only available in one of several 
pre-set configurations, user cannot specify custom 
requirements. 

¢ Little or no room for expansion or use of any 
components/cards except for Packard Bell 
offerings. 

¢ No VESA bus available. 

¢ IDE HD control only. 

¢ Expense and delays associated with non- 
warranty repairs. 








for a heat sink. Also, most motherboards come with 
either four 72 pin simm banks or two 72’s and four 
30’s. The Packard Bell board is limited to two 72 pin 
simm’s, which limits the machine to a max of 64-Meg 
of Ram, versus the standard 128. It wasn’t that long 
ago that machines were being sold with only the base 
640k onboard (1 Meg Simms). Nowadays, if you 
haven’t got at least 8-Meg on board, you won’t be 
playing the new games. 

It all boils down to this: what do you need the com- 
puter for and how much do you know going into the 
deal? First-time computer buyers whose primary focus- 
es will be to play with the finances, help the kids in 
school and so forth—and who also really don’t want to 
learn anything about computers—could get a lot of 
value out of the Spectria package. One also assumes 
that these people would not want to be involved in 
repairs and would be able to wait while repairs were 
being accomplished. 

Business users can find better options in the whole- 
sale clone market. In business, flexibility and timeli- 
ness are the keys to survival. Packard Bell can offer 
neither. Further, the software bundle that helps make 
the package so attractive to first-time buyers is of little 
value to the dedicated business user. The final audi- 
ence, and the one nearest and dearest to the hearts of 
the EG editorial staff, are gamers. Frankly, if you are 
looking for a multimedia powerhouse to handle all of 
the upcoming hot titles of 1995, this isn’t it. Most 
gamers cannot afford to scrap their system every two 
years and buy a new one. As such, the ability to flexi- 
bly configure your hardware and selectively upgrade 
individual components (like sound cards) is how most 
players stay on the cutting edge of gaming. Packard 
Bell’s designs do not support this philosophy. 

When Packard Bell ceases their efforts to control 
users after the purchase, we will be able to scrap com- 
parisons to foreign automobile manufacturers, and 
evaluate them in terms of market value alone. 
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BEHOLD THE 
QUEEN OF 
CYBERSEX! 


From the mind of 
MIKE SAENZ, creator 
of Virtual Valerie™ — the 
world's first adult CD- 
ROM — Virtual Valerie 2 
is an erotically-charged, 
Taldiantsitci\yme(cit-ll (cio murs] are) 
highly stimulating 
simulation of incredible 
'o) ae) oe la ale) als) 


SHE WANTS 
YOUR BIG 
HARD DISK! 


Virtual Valerie 2 is the 
ultimate in cyberotica 
and the embodiment of 
every red-blooded 
technophile's deepest 
desires! Sophisticated 
1D Mastorelciliare mmc lane] iraiare 
animation, erotic sound 
effects, and a sizzling 
music score combine to 
create a mind-blowing 
sextravaganza like 
nothing you've ever 
experienced! 
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Virtual Valerie is a trademark of Reactor Inc. 
Copyright © 1990, 1994 by Reactor Inc. All other 
trade names are the property of their respective 
holders 


Reactor Inc. 
445 W. Erie, Chicago, IL 60610 
Tel: (312) 573-0800 


















BORN TO BE 
WIRED! 


You're in luck! Valerie's 
on a trip down the 

Tab foleyclalamelalemsialons 
inviting you along for 
the ride! She's hot, 
hungry, uninhibited, 
Tare mel ere] elaltcrcremtomelell 
your motor started! 





REQUIREMENTS: 


IBM PC 

IBM or 100% compatible 486 or higher 
with 8 MB of RAM, Windows 3.1, 
Super VGA (640 x 480, 256 colors), 
SoundBlaster or 100% compatible 
sound card, CD-ROM drive. 


MACINTOSH 

Color Macintosh II class or higher, 13" 
monitor, 3.5 MB of free RAM, CD- 
ROM drive. 





1-800-213-3672 


YOU MUST BE 21 YEARS OF AGE OR OLDER TO ORDER 


ae 
VISA 
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Kesmal’s DEVELOPMENT 


A Talk With Kelton Flynn, 
the Man Behind Kesmai 


The EG Network Online Team (NOT) has been 
scarce lately. Calls have flooded in to our central desk: 
editors demanding copy, wives demanding husbands 
and irate creditors have all heaped scorn and derision 
upon our hapless telephone drone as he denied any 
knowledge of our whereabouts. They thought he was 
lying. This is because he was. He could see us all, lined 
up in front of our row of terminals like rabid tech- 
nomonks at daily devotionals. He also knew that at the 
slightest disruption, the entire NOT would turn on him 
like a mongoose going after a cobra, trying to silence 
the distraction so that we could immediately get back 
to our terminals at any cost. 

The NOT had discovered online Battle Tech. 

Battle Tech, for those not familiar with it (or 
Microsoft employees, who would probably deny they 
knew about it even as you watched 
them play) is a tremendously popular 
pen-and-paper wargame by FASA in 
which the players pilot giant battle 
robots, called mechs, into war against 
each other. A few years ago, Activision 
got the license to this game and pro- 
duced a computerized version that 
enjoyed a lingering popularity, tapping 
the heretofore unknown primal urge of 
some computer users to climb into 100 
tons of walking metal and lay waste to 
the countryside with missiles and ener- 
gy weapons. 

Enter Kelton Flynn and Kesmai. 
Kesmai acquired the online rights to 
Battle Tech and produced a multiplay- 
er version of the game that is currently 
running through the GEnie network. Flynn and Co. 
have managed to keep all of the most exciting elements 
of the game and add human interaction. 

It is just a matter of time before obsessive Battle 
Tech playing is made a valid grounds for divorce in a 
majority of states. 

The success of Battle Tech isn’t just a fluke for 
Kesmai. They have a long pedigree when it comes to 
online gaming. The popular Megawars III, which 
debuted on CompuServe in 1983, was their first com- 
mercial game and a string of winners, including Island 
of Kesmai, Air Warrior and Battle Tech have 
followed. 

When the NOT took our traditional one daily hour 
away from Battle Tech, we contacted Flynn at 
Kesmai’s Virginia offices. 


“My partner John Taylor and I have been doing this 
since the ‘70s, when we were doing multiplayer games 
in college. Multiplayer just seemed to be where it was 
at. After you have done this, what is the point to single- 
player games?” he said. 

This is a common feeling among the members of the 
online gaming community. Very few online gamers 
look at single-player games the same. 

“People play Air Warrior online, and the boxed 
flight sims don’t hold much interest anymore. I have 
heard that quite a bit. They will go out and buy the lat- 
est Dynamix or Origin product, play it for an evening, 
and then go back to Air Warrior,” Flynn said. 

Kesmai might be facing more in the way of compe- 
tition over the coming months, now that online is a 
more competitive medium, and a potential draw for hip 
young users. Interplay is said to be doing some front 
ends for online games and unsubstantiated rumors are 
flying that AOL might start serious development after 
years of almost neglecting their gamers. This could 
lead to stiffer competition for the online gaming buck. 


The multiplayer electronic 
version of Battletech has 
proved to be as popular 

as its pen and paper.......2=- 
predecessor. 
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To this end Kesmai has hooked up with Rupert 
Murdock’s News Corp, the owner of Delphi, to give 
them a solid cash boost, as well as an inside track to 
developing the lucrative Fox licenses online. This 
acquisition shouldn’t scare diehard Kesmai fans. 
Kesmai still plans to provide games for other online 
services. Their creative direction should also remain 
unmolested. 

“News Corp is a media company. They understand 
creative people and that creative people have to have a 
certain amount of space. When we were looking for 
this kind of backing we had the option of looking for a 
software company which would want to put us in the 
mold of a software development house, or with a media 
company which might put us in the mold of filmmakers 
and say ‘let them create.’ So far it has worked out that 





It’s FUN! It’s FAST! It’s... 


—QpdapMape! Usa 


Put the states in their place! This fast-paced geography software 
game challenges you to correctly place on a U. S. map all 50 states 
and important geographic features as they tumble from the top of 
the computer screen. 


Get your copy of ZipPZAPMap! USA today—it’s a great gift for kids 
age 9 and up! The game, including diskette and User’s Guide, is 
only $24.95.* 


ZIPZAPMAP! USA Windows™ (EG81095), DOS (EG8 1096), and Macintosh® (EG81097) 


SS 





To order, call toll free: 1-800-447-0647 


24 hours a day, 7 days a week. (TDD only: 1-800-548-9797) 


Or write: National Geographic Society 
P. O. Box 98017 
Washington, D. C. 20090-8017 


Also available: 


ZIPZAPMAP! WORLD Windows (EG81227), Mac (EG81229) 
Z1IPZAPMAP! CANADA Windows (EG81224), Mac (EG81226) 
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way with News Corp,” Flynn said. 

Right now Kesmai is doing well with two high-profile action games, 
Air Warrior and Battle Tech. While action games might seem to be 
the highest priority at the house, Flynn is quick to assure gamers that 
role-playing isn’t going to fall by the wayside. 

“Historically, role-playing games have been by far the most popular 
class of [online] game. We have a couple of action hits right now with 
Air Warrior and Battle Tech, but we are going to come back to the 
role-playing stuff because I think they have a wider appeal. You can 
draw more women into RPGs than action games,” Flynn said. 

Of course, there has been some very big talk of late about the possi- 
ble uses of interactive online environments for more than just gaming. 
Business meetings, graphical workspaces, architectural demonstrations, 
interactive maps and a plethora of other potential uses for cyberspace 
have been proposed. When the promise of broadband delivery systems 
is jacked into the mix, the potential explodes. 

Who is going to be the architect of these brave new digital worlds? 
To many, a company like Kesmai would seem the natural choice. They 
have been delivering 3-D interactive environments to users for years, 
and cleverly making us think it was just a game. 

Kesmai hasn’t missed the fact that what they are selling as games is 
what some other people are looking into developing as future 
application tools. 

“We have kind of kicked the whole thing around. There were possi- 
bilities for military development, with Harpoon in particular, and we 
have the license for that. We said, ‘Gee, we could do something with 
this.’ But basically we decided we do games, and let’s not get off of 
what we do best. I can’t rule anything out, but we do games: large scale 
entertainment,” Flynn said. 

Part of the reason that we are so fascinated by Battle Tech is an 
interesting design decision on Kesmai’s part: an amazing amount of the 
player’s power is controlled by the other players. You see, this is a 
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military organization (the justification for cruising around the country- 
side in these great mechs is that you are at war). 

In a military organization there are ranks, but there are also posi- 
tions, such as executive officer, tactical officer and so on. While the 
computer controls your rank, officers above you control your appoint- 
ment to certain positions. You have more options in the game if you are 
appointed to a position. Hence, to some degree, other players control 
your power. 

“T took a bit of a risk with that one,” said Flynn. “We tried a few 
more automated approaches earlier in the testing, but the players resist- 
ed, saying, ‘We don’t want the computer appointing people to these 
positions. We want to be in this unit because that is where our friends 
are.’ And that is how I finally rationalized it. The key to any multiplay- 
er game is that people want to work with their friends and I should 
work with that trend and not against it.” 

In future games, Flynn might or might not use this technique, as the 
degree of player control ups the intensity of the gaming experience. 

“It depends on what you are after in the game. I look at Battle Tech 
as a kind of medium- to high-intensity game. If we were to try to 
design a game that was low intensity that we were targeting at people 
playing more casually then ... we would avoid the player control [of 
other players], to help turn down the heat,” said Flynn. 

Of course Battle Tech is still being tweaked, and one of those 
tweaks, the long-awaited new SVGA interface, is so much of a tweak it 
could double as a total retrofit. The new SVGA graphics should bring 
the look and feel of the incredibly detailed Air Warrior to the Battle 
Tech arena. 

“The SVGA upgrade is going to basically be a total rewrite. The 
role-playing portion of the game is going to be conceptually the same 
but with much better graphics and the combat part is going to be really 
cool, with things like texture-mapped unit icons on the mechs and such. 
We are not quite ready for beta test yet, but soon,” said Flynn. 
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With all this talk of high-end graphics and broad- 
band, Flynn and company are looking into the viability 
of distributing their products on CD-ROM to help out around with the Battle Tech upgrade, but probably not. 
with the graphics chores. Currently a huge amount of It could happen, but probably not in the very near 
information has to be downloaded from a service, or future...” 
gained by buying the boxed version of the game. And then the buzzer rang. The NOT, as a man, 

For example, the new Alliance Harpoon Classic CD turned back to their terminals and whooping things like 

leery WOT should have everything needed to play the coming on- “Liao Forever” and “Die Davey Dogs!” started playing 

line version of Harpoon (which is in alpha test on both again. 

offerin y GEnie and Delphi right now). And the boxed Air The phone drone, familiar with this kind of behavior, 
Je § Warrior CD has things you can use to play its on-line quietly reached over and turned the speaker phone off. 

counterpart. 


full “We have talked about using the CD directly as a 


source of artwork and such; it could happen. With the 
density of art and and graphics we have kicked it 
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Parlez Vous Machina? 


CompuServe has pulled a techonifty and put an 
almost real-time French and German to English 
translator in their MacCIM help forum. 

The system picks up messages posted to the help 
area once per hour and then translates them at up to 
1,800 words per minute for CompuServe staff to 
answer. 

While CompuServe stresses that this technology 
is still in its infancy, this sort of trial could widely 
expand the international nature of computing. 

Those who spend much time on the Internet are 
aware that the language of computer connectivity is 
almost universally English. Programs like this 
could pave the way for translating natural language 
interfaces. 


And Jim Will Jump From The 
Computer. . . 


Delphi is going to start offering members on- 
line, educational, field trips in the near future. 

Teaming with Ocean Challenge Inc. and publish- 
er ScottForesman, the trips should allow users to 
link with real-time explorations. The first trip is 
going to follow high school students on the sailing 
ship Concordia as they travel around the world. 

Lesson plans and discussion group topics are 
expected to be implemented to help educators link 
their classes with the floating adventurers. 


Prodigy On The Wire: 
Working With A Net. 


Prodigy is expanding their Internet access by 
giving their members access to the popular Internet 
newsgroups USENET. 

This sort of service is being offered, or in early 
implementation stages, by most on-line services. 
Net mavens tend to refer to this sort of solution as 
Internet Lite, since the newsgroups are only a small 
amount of the total facilities available through full 


’ Internet access. However, most services have been 


leery about offering full Internet connectivity, due 
to the fear of hacking from the dark underside of 
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the Internet community. 

Prodigy states, however, that is only the first 
phase of a total implementation policy that will 
include the creation of a World Wide Web home 
page and provide full Internet stand-alone solutions 
to customers. 

In other Prodigy news, Prodigy has implemented 
a number of business features aimed at the small 
business market, including a Dun & Bradstreet 
database and some business clipping services. 

With telecommuting becoming a more popular 
concept and a greater proportion of professionals 
relying on on-line to provide up-to-the-minute 
intelligence, this move by Prodigy could help to 
strengthen their reputation as a “serious” service as 
opposed to just a family entertainment outlet. 


Markey Questions On-line Service. 


Representative Edward Markey, D-MA, chair- 
man of the House subcommittee on telecommuni- 
cations and finance, quizzed AOL in a letter to ser- 
vice President Steve Case about AOL’s recent deci- 
sion to release their mailing list. 

In an ad published in DM News touting the list 
for sale, it was purported to contain information 
about income and age of subscribers to the service. 
It is a well-known fact that on-line service mem- 
bers are a strong demographic for many different 
advertisers, being mostly young people with a 
healthy income. 

Markey inquired of Case whether subscribers to 
AOL were aware of the list. 

In an informal and unscientific poll of AOL ser- 
vice users (i.e., we asked some people we knew), 
EG found that out of 10 members only one 
“assumed” that information was being given out. 

Case, however, with his brilliant sense of spin 
control, has addressed the issue head-on in a letter 
to subscribers. In the letter, Case explained the situ- 
ation in a relatively unbiased manner and gave 
users instructions for how to remove their names 
from the list. Further, Case said that the new ver- 
sion of the AOL interface software will have a 
menu option built in to allow users to remove their 
name and information from the list. 

EG-NOT hats are off to Case for good PR 
control on a touchy issue. 
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ENTER THE DARKNESS. FEEL THE TERROR. 


Southeast Asia, sometime in the near future. Combined Southeast Asian forces have formed the 
most lethal army ever known to man. From a super secret underground complex called the “Iron 
Triangle”, the evil regime of Kim Dung Moon is on a sinister campaign to “purify” the world. They 
will stop at nothing. Only you, an elite Special Forces ultra modern digital warrior, the most 
fearless fighting machine in the known universe, can stop them. Do you have the guts? 
Dom Vole ar-\iomtalomalelecra 
Do you have the NERVES OF STEEL? 


For more information visit your favorite retailer or call 800-238-4277. 
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Another home run from Japan’s premier RPG designers. 


It seems like every time I get the oppor- 


tunity to write the coveted opening review, 


I end up hyping a game for Square Soft. 
Maybe this wouldn’t be too bad if all of 
their games weren’t so darn good. Some 
may find it difficult to believe that one 
company could produce nothing but “A” 
games. 

Well, believe it. 

Square’s latest RPG offering, Final 
Fantasy III, represents (at least in this 
reviewer’s opinion) absolutely the finest 
RPG ever produced for a console system. 

This may seem like a lofty statement, 
but from the moment the FFIII cart is 
plugged in, RPG frequenters will notice a 
difference. The graphics are amazing. It is 
a popular misconception that graphics 
don’t matter in role-playing games. It is 
true that if an RPG plays really, well it is 
fairly easy to overlook graphic deficien- 
cies. The reverse also hold true, that great 
graphics without game play doesn’t 
account for much more than a nifty wall- 
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paper pattern. Still, an excellent game can 
be further enhanced by adding state-of- 
the-art graphics, and this game has them. 

The backgrounds are astounding and 
includes wonderful, multilevel scrolling. 
The areas are varied and there are many 
different play perspectives at different 
points in the game. 

The characters are small and sort of silly 
looking compared to the close-up pictures 
provided on the stat screens, but this is the 
style that Square has always had, and it is 
neither bothersome nor distracting. (Those 
who don’t like the Japanese style RPG art, 
beware!) 


The creatures are likewise very well 
drawn, though unlike Square’s last game, 
Breath of Fire, they are not animated. 

Another nice feature is the music. While 
it is also easy to wax over the need for a 
good soundtrack, and even easier to create 
a mediocre one that gets repetitious after 
10 minutes of play, Square pulled out all 
the stops for this game. The music is so 
good that Square has released the sound- 
track in Japan (a common practice) on an 
astounding three-CD set! To date, the 
soundtrack has sold over 200,000 copies. 
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Graphics and sound aside, the most 
important feature of an RPG is still the 
story and game play. 

I was amazed at how diverse the game 
play was in FFI. The basic premise of 
this game combines technology and 
magic, and leaves the characters open to 
use items and techniques from both 
realms. There is a total of 14 different 
characters who will join the quest in 
FFI, and all of them will be used during 
the game. Some characters will be able to 
use magic, some will have specific items 
that only they are familiar with and a 
couple even have access to the special 
“Magitek” armor, the powerful weaponry 
that the bad guys employ. 

The game allows the option of naming 
each of the characters who will join your 
party, as you meet them. This is a nice 
feature since many, many hours will be 
spent with them. 

When the game is first started, the play- 
er will only get a couple of characters to 
control. With the addition of each new 
character, the party will grow and new 
options will become available. 





Don’t get too attached to a particular 
party, however. Just when things are going 
great, the game will go into storytelling 
mode and make one of your characters 
leave on a minimission. This also does 
well to show the diversity of the game. 
One particular instance early in the game 
will take your party and separate it into 
three groups. A screen will then come up 
and give you the choice as to the order the 
three different game segments are played. 
While the overall outcome of the game is 
not affected by your choice (each of the 
scenarios must eventually be played) there 
will be an effect on some of the lesser 
aspects of the game. 

During other times in the game, you 
will be forced to separate your party into 
different groups, demanding that careful 
choices are made to work through the 
various minimissions. 

There are tons of loca- 
tions to go through. Towns 
to visit, caverns to explore, 
trains, forests and vast 
deserts. It is possible to 
rent a Chocobo to ride (an 
especially amusing use of 
Nintendo’s Mode-7 effect, 
even though you can’t tell 
where you are going as 
well) and even airships to 
soar through the air and 
out of harms way. 

In addition to the main 
quest there are also many 
optional side quests, giving 
the game added longevity. 


Evil 


AND THE HITS KEEP ON 


The sixth chapter of the Final 
Fantasy saga was an undeniable hit in 
Japan. Released only in April of *94, 
Final Fantasy VI has already topped 
the 2.5 million cartridge mark and it is 
still selling well. 

Although there have not been as 
many Final Fantasy games released 
in the U.S., this series and other 
Square Soft games have done well on 
these shores. 

The first Final Fantasy game was 
released for the 8-Bit Nintendo, by 
Nintendo of America, about four years 
ago and was fairly successful. 
(Nintendo frequently licenses other 
companies’ games for release in the 
United States. For the 8-Bit system 
they did this with the first Dragon 
Warrior game and more recently they 
licensed Illusion of Gaia from Enix 
for the SNES.) 

There are two other Final Fantasy 


titles for the 8-Bit Nintendo, and at 
one time Square Soft intended on 
releasing them in the States. But when 
the SNES was released, they decided 
to pass them by for Final Fantasy IV, 
released as Final Fantasy II here. 

Final Fantasy II is one of the most 
successful titles ever produced for the 
SNES, but Square’s follow-up was 
only moderately successful. Instead of 
bringing over Final Fantasy V, 
Square opted for their next release to 
be a “beginner” RPG called Final 
Fantasy Mystic Quest. While Mystic 
Quest was a good game, !t was short, 
easy and only moderately successful. 

Over the past year, Square has gone 
back to the longer and more difficult 
RPGs, and their popularity seems to 
be on the increase. 

They have released a Zelda-style 
action RPG called The Secret of 
Mana which has been a smash 








Expect to spend at least 40 hours play- 
ing this game and quite possibly many 
more. While a lot of RPGs brag about a 
game this long, FFI has a built-in timer 
to let you know how long you have spent 
working on the game. After 10 hours I 
realized that I hadn’t even scratched the 
surface. 

Before I started playing this game, I 
had spoken with several fellow magazine 
editors who had played both the Japanese 
version of this game as well as earlier 
copies of the American version. To say 
that my expectations for this title were 
high is an understatement. Final Fantasy 
III delivered everything that was 
promised and more. Anyone who loves 
adventure/RPGs and anyone who is look- 
ing to give one a try, buy Final Fantasy 
III. You won’t be sorry. A+ 
(Marc Camron) 
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success, and this summer they 
released Breath of Fire, a game 
designed by Capcom of Japan and 
licensed for U.S. release by Square. 

For those wondering where Final 
Fantasy V is, don’t despair, it is cur- 
rently under development in the U.S. 
and will be released under a different 
title sometime next year. 

As for the future, the outstanding 
success of Final Fantasy VI (III) has 
virtually guaranteed that there will be 
a VIL (IV?). Square of Japan is also 
working on an exciting new title 
called Chrono Trigger which is the 
first time that the development teams 
from the Final Fantasy games have 
had the opportunity to work with 
developers of Japan’s other top RPG 
series, Enix’s Dragon’s Quest 
(Dragon Warrior) series. 

Beyond that, the future may even 
hold an Ultra 64 surprise. 
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SHINING 
FORCE Il 


Oh, no. The kingdom is in 
peril (YAWN) 


The Kingdom of Granseal in the land of 
Rune has seen more than enough of its 
share of troubles. Now, trouble is again 
afoot in Granseal. As the students of Sir 
Astral the wizard, the player character and 
two friends get involved in something 
over their heads when they sneak into the 
palace one afternoon. It seems that a 
crafty but foolish thief has stolen the 
Jewels of Good and Evil from the Ancient 
Tower, unleashing a demonic force that 





threatens to destroy Granseal. It’s up to 
the player, as a young swordsman, to help 
defend Granseal and control the chaos that 
has been set in motion. 

If this sounds familiar, it should. 
Imperiled kingdoms are second only to 
imperiled princesses as plot drivers in 
video games and hack, fantasy novels. Not 
to say there isn’t a plot here. Some real 
surprises and setbacks for the good guys 
will keep players guessing as to what 
exactly will happen next. 

The world of Shining Force II is one 
where humans and non-humans exist side 
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by side. In the beginning of the game, one 
of the player’s companions is a centaur, 
and later the party carries two centaurs, a 
dwarf, a rat-man and a phoenix, in addi- 
tion to a couple of other humans. 

The characters each belong to a particu- 
lar class. The p-c is a swordsman, his cen- 
taur friend is a knight. There’s a thief and 
a mage and so on. Nothing new here. 

In their travels, players will encounter a 
wide variety of creatures, from giant rats 
to spell-casting vampire bats, plus witch- 
es, demons, evil clerics and more. To fight 
these critters, the party has the usual array 
of deadly weapons, like swords and spears 
and axes and whatnot. 

Combat is basic and intuitive, but also 
lacking in some of the depth that makes 
combat in RPGs fun. Characters can only 
fight creatures that are directly to the 
front, back or side of them. There is no 
hand-to-hand combat with creatures on the 
diagonal. Fighters using hand weapons 
must stand right next to 
their opponents, those 
using range weapons 
may stand a square away 
to shoot. 

Spell casting is as 
simple and streamlined 
as combat. The player 
simply chooses which 
spell will be cast and the 
CPU deducts the proper 
number of magic points 
from the magic users’ 
total. Brackets appear on 
the screen to show the 
player where the spell 
will take effect. 

Shining Force II has 
a lot of the trappings of role-playing 
games, but it’s as if they were implement- 
ed by someone who doesn’t really under- 
stand them. For example, it’s a staple of 
fantasy RPGs that creatures carry treasure, 
but here, even the most unintelligent mon- 
sters carry around 60 or so gold pieces, 
even if they don’t have pockets, hands or 
minds with which to use it. 

Level advancement is here, but not as 
we know it. For one, it’s really quick. 
Low-level characters can advance two or 
more levels(!) during extended fights. 
Higher levels come complete with more 
hit and magic points, improved abilities 
and improved spells—all right in the mid- 
dle of a battle. This isn’t terrible, but it is 
offensive to the sensibilities of anyone 
weened on TSR’s role-playing systems. 

Different character classes are here as 
well, but the player character can only be 
one class, so why bother with the pretense 
of character classes at all? This kind of 
pseudo, role-play, window dressing is a 
shortcut to thinking of a new and 





interesting presentation. 

The written text in Shining Force II 
betrays its Japanese origins. The word 
usage and syntax definitely say “transla- 
tion.” One has the feeling that not enough 
effort was spent in polishing the language 
in the text screens. 

The action is presented in an angled, 
overhead perspective. Like the old Ultima 
games, the character explores the country- 
side on an exaggerated map where the 
towns and castles are tiny, and the charac- 
ters huge. On the overhead screens, the 
characters all appear as the standard, 
super-deformed, squashed figures that so 
many games use. 

Graphically, Shining Force II is run of 
the mill. There is some fine artwork, but 
the animation is minimal at best. Nothing 
is out-and-out terrible, though, so this is a 
minor mark against it. The best thing 
about the graphics are the sparsely animat- 
ed cut scenes which illustrate combat and 
magic use. Like the translated text, the art- 
work in Shining Force II also indicates 
the Oriental origin. The characters are ren- 
dered, for the most part, in Japanimation 
style. Nothing wrong with it, but nothing 
new either. 

For the first half of the game, the story 
more or less drives itself, with the choices 
for the character layed out very plainly. 
Unfortunately, things bog down a little 
later in the game, and the player can 
wander around not knowing what to do, 
with no further hints forthcoming. 

Still, there is something oddly playable 
about Shining Force II. It’s certainly not 
the originality of the plot, setting or char- 
acters. Maybe it’s in the easy combat and 
quick character advancement. Shining 
Force II is like a role-playing game for 
people who don’t really want to play one. 
It’s role-playing light, with half the fun 
and none of the intelligence of regular 
RPGs. & (John Wesley Hardin) 
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RADICAL 


Jurassic skateboarding 
with a dino that won’t quit 


Dinosaurs are the hot topic today in just 
about every entertainment medium, from 
books and birthday cards to toys and T- 
shirts. Video games are definitely a part of 
this “dino-mania.” Rather than go with the 
flow and present realistic dinosaurs a la 
the Jurassic Park tie-ins, Activision took a 
different approach. 

The dinosaur personality and skate- 
boarding star of their new video game, 
Radical Rex, was designed for young 
children, but everyone will enjoy the 





game because it is challenging and has the 
kind of flexibility, multiple paths and 
power-ups that players might expect in 
more mainstream games. This combina- 
tion of personality and game play makes 
Radical Rex irresistible to the preteens 
and just as fun for adults. 

If players watch the screen instead of 
immediately beginning a game, they’ ll 
find that Rex can sing and dance, too. In a 
miniature music video and game preview, 
Rex shows off his stuff to a catchy beat. 
This upbeat, fun attitude is what Radical 
Rex is all about. It has elements that 
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players will find familiar from a cross-sec- 
tion of popular games, but all tuned to the 
dinosaur theme and Rex himself. 

Rex’s goal is to defeat the evil wizard 
Sethron, who has cast a spell on all of 
Rex’s dinosaur buddies while Rex slept 
after a fun day of playing in the forest. 
Along the way, he’ll also have to save his 
girlfriend. The enemies themselves are 
dinosaurs or insects and 
the levels take place ina 
primordial world in sites 
like the dinosaur grave- 
yard, a jungle and the 
insides of one big 
dinosaur who eats Rex 
whole. 

Rex moves around the 
levels in one of two 
ways—by claw or by 
skateboard. Skateboards 
are strategically placed in 
the levels so that Rex can 
use them to avoid some 
of the more difficult 
obsta- 
cles. In other levels, tree 
trunks and vines take the 
place of the high-speed 
skateboards to get Rex to 
out-of-reach places quick- 
ly. Players don’t have to 
use these methods to get 
around if they don’t want 


of different paths through 
the levels that vary in 
power-ups, difficulty and 
length. At first, players 
should stick to the short- 
cuts to get a feel for the 
game. 

Radical Rex’s levels 
scroll in every direction. In many cases, 
players will have to go the level’s borders 
to find the way out to the next level. In 
particular, on the level that takes place 
inside the dinosaur, Rex must go in every 
direction through the stomach and 
intestines of the dinosaur to find the exit. 

Rex has a few different powers to use 
in his adventures. His main weapon is his 
fire breath. He can also kick and let loose 
a limited number of deafening roars that 
clear the screen of all enemies. It’s easy to 
tell which method will work best against 
the various obstacles and enemies. 

Power-ups strewn throughout the level 
do things like alter the shape of the fire 
breath, increase Rex’s health bar and earn 
more roars. Rex should also try to collect 
as many dinosaur eggs as possible. Like 
coins in the Super Mario games or rings 
in Sonic the Hedgehog titles, these eggs 
earn more points and access to bonus 
rounds. 


to. Rex can take a number 


Although Radical Rex is meant primar- 
ily for youngsters, they will find that some 
parts of levels are particularly difficult 
because Rex has to swing across chasms 
or make skateboard jumps perfectly. 
Fortunately, there are torches in the 
ground throughout the levels that Rex 
can use to light his way back to that 
marker if he should lose a life. These are 





well-placed so players can concentrate 
their efforts on the obstacle that has 
blocked their progress. 

The graphics for Radical Rex are par- 
ticularly colorful and cartoonish. Rex’s 
antics suit this game design style. The 
insects and other dinosaurs are a weird 
assemblage of creatures, but they fit per- 
fectly into the environment. Radical 
Rex’s music is catchy and reflects the 
action on each of the levels. Sound effects 
serve as warnings for many of the enemies 
and are an important part of the game 
because they’re also tied to Rex’s move- 
ments and power-ups. 





Many of the dinosaurs presented to the 
public these days are the violent, scientific 
kind. Rex is a fun take on the trend that 
players will see in other places. Rex’s 
skateboard and hip attitude take him out 
of the prehistoric times and into our era. 
Those who give Radical Rex a spin will 
find that his swagger works and the 
adventures of this dinosaur, dubbed “too 
hip to be extinct” by Activision, translate 
well to a fun video game. B 
(Russ Ceccola) 
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Indiana Jones is one of the top money- 
earning movie characters just as Harrison 
Ford is one of the highest-paid actors. 
Although fans may have to wait a while to 
see Ford as Indy on the big screen again, 
JVC has taken a novel approach in game 
design to provide those fans with their 
Indy fix on the small screen. 

Indiana Jones’ Greatest Adventures 
revisits a variety of major story elements 
from all three Indiana Jones films in the 
order of the films’ plots. Players live 
vicariously through the game sequences 
as they control Indy in an assortment of 
side-scrolling game levels and three first- 
person perspective, Mode 7 levels. The 
variety and familiar stories keep IJGA 
exciting, although few of the sequences 
are particularly difficult. 
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In most of the game levels of IJGA, the 
player must move Indy past obstacles and 
enemies on scrolling levels to some end- 
point. A health bar changes color and size 
depending on how much damage Indy 
takes. There are hearts strewn conserva- 
tively about the levels that restore Indy’s 
health. Gamers will also find gems (for 
points), grenades (which take out all the 
enemies on-screen) and backpacks/con- 
tainers. These containers at first yield 
Indy’s trusty whip, but after he has his 
whip they can produce gems, grenades, 
more whips or guns. Guns have unlimited 
ammunition and an extended range, but 
the whip is the most-used weapon. It not 
only takes out enemies and obstacles like 
cobwebs or rock walls, but it also helps 
Indy swing across chasms. In certain cases 


fy) §© Electronic Games 





Ren 


alls BAe Sk 





INDIANA JONES” 
GREATEST ADVENTURES 


Relive the exploits of archaeology’s greatest adventurer 


(especially hand-to-hand combat with 


bosses), Indy might want to use his fists 
and ditch the whip or gun. 


Some of the game levels are quite 
unique. In the second level of the Raiders 


of the Lost Ark section, players must jump 


Indy over pole-spears and knives that pop 
up while a giant boulder relentlessly rolls 
behind him, as in the first film’s most 
famous sequence. The /ndiana Jones in 
the Temple of Doom section begins with a 
fast-paced run through Club Obi-Wan as 
gun targets follow Indy’s every move. 
Once in the Pankot Palace in the same 
game area, Indy must sneak to a secret 
door by moving the correct sequence of 
statues to travel from room to room. 

The three Mode 7 levels are arcade 
sequences that on test a player’s toler- 
ance. The first re-creates 
the raft ride down the 
snowy mountain in the 
Temple of Doom. Indy 
must avoid trees and 
_ rocks and jump over 
4] ravines to reach the bot- 
tom. It will take a few 
tries to develop a feel for 
the upcoming obstacles, 
but the sequence is not 
difficult at all. Another 
level takes place on a 
runaway mine cart. All 
players need to remember 
is to shoot boulders far in 
advance to clear the track 
and only shoot the track switches once to 
go the right direction. 

The final Mode 7 game also has the 
best graphics. Indy pilots a biplane out of 
Germany and must avoid the gunfire of 
other planes and shoot down as many as 
possible along the way. These first-person 
perspective levels were the best way to 
handle these movie sequences. 

IJGAs’ individual levels are not partic- 
ularly difficult, but the password system 
sometimes puts players at a disadvantage. 
Just as in the movies, every time Indy 
goes somewhere else in the world, players 
will see a world map portion and a line 
tracing Indy’s route. It is on these screens 
that players get a password that will skip 
directly to that level. Unfortunately, there 
are a few cities/sites where players go 


through more than three levels, so they 
have to be very careful in order to earn 
that next password. 

Game difficulty only affects the number 
of lives and continues, so the first time 
through the game players should keep it 
on the Easy setting. The continues only 
start players at the first level the password 
accesses, NOT the level on which the 
player died, as it should be. 

Game designers Factor 5 crammed as 
many actual film stills and sound bites as 
they could into IJGA. Between certain 
levels, players will see scenes from that 
movie section with scrolling text/dialogue 





underneath the letterboxed scene. Players 
will only hear Ford’s voice say, “Let’s 
go!” and “Snakes...” instead of a whole 
slew of expressions, but it’s a nice touch. 

The graphics are detailed and patterned 
after the sets and scenery from the film, so 
they emphasize the action and make Indy 
look more at home. IJGA has a great 
musical score, re-creating the Indiana 
Jones theme and effectively altering the 
tunes to reflect the mood of the game. 

IJGA is the finest Indy action game 
released to date, topped only by Atari’s 
old, upright arcade game based on the 
Temple of Doom movie. Players will be 
able to play some movie sequences for the 
first time ever on this cart and also con- 
front the movies’ most interesting villains. 
Although there is not much reason to 
replay the game once a player finishes it, 
because of the weak emphasis on score 
and absence of bonus rounds, those who 
want to enjoy the fine graphics and unique 
re-creations of the films’ sequences can do 
so easily when they have the passwords. 

IJGA sums up Indy’s familiar past 
exploits wonderfully until Indy bursts 
once again onto the movie screen in 
search of other one-of-a-kind artifacts. B 
(Russ Ceccola) 
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Step into the ring with the WCW’s best! Dozens of 
classic moves plus signature moves make this the most 
realistic action you’ll find outside the square circle. 


Fujisankei Communications International, inc. 150 East 52nd Street, New York, N.Y. 10022-6017 
World Championship Wrestling © 1994 World Championship Wrestling, Inc. Ali Rights Reserved. Licensed by Turner Home 
Xe) ~ Entertainment. © 1994 FCI. FCI is a registered trademark of Fujisankei Communications International, Inc. Nintendo, Super 


Nintendo Entertainment System and the Official Seal are registered trademarks of Nintendo of America Inc. 
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THE ADVENTURES OF 
BATMAN AND ROBIN 


“Duo”? Sort of. “Dynamic”? Maybe. 


Batman is a perennial 
license in video gaming. 
It doesn’t take much to 
spur the production of a 
Batman game; they seem 
to come out about once a 
year, regardless of the 
current state of Batman’s 
popularity. 

The newest Bat-offer- 
ing from Konami derives 
its look and characters 
from the successful ani- 
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mated series. The usual 
gang of nefarious nin- 
compoops are up to no 
good in Gotham. The 
Joker and Harley, the Scarecrow, the 
Penguin, Catwoman, Poison Ivy, the 
Riddler and Two-Face all have starring 
roles as they escape from Arkham Asylum 
and attempt to do in Batman and Robin. 

The action is divided into eight stages, 
with each stage consisting of several 
areas. Stage One, “Amused to Death,” pits 
Batman against The Joker in a fiendishly 
booby-trapped amusement park. “No 
Green Peace,” finds our hero in Poison 
Ivy’s green house. Batman must find 
where she is producing her ferocious, 
man-eating plants, and put a stop to it. 

In “Fowl Play” the Penguin makes his 
appearance in the gotham City Art 
Museum. One can guess which evildoer 
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makes an appearance in “Tale of the Cat.” 
“Trouble in Transit,” has Batman in the 
Batmobile, chasing down Two-Face. 
“Perchance to Scream” features the 
Scarecrow and his fear gas-filled blimp. 

In “Riddle Me This” the Riddler has 
kidnapped Commissioner Gordon and his , 
daughter and it’s up to Batman to rescue 
them from the Maze of the Minotaur. The 
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eighth and final stage is “The Gauntlet” 
where every archcriminal in Gotham City 
comes together to finally do away with 
Batman and Robin. Actually, Robin him- 
self only shows up in a cameo role a cou- 
ple of times throughout the game, and is 
never under control of the player. 

The action is presented in side- 
scrolling perspective, but there are a few 
exceptions. One scene has Batman pursu- 
ing the Joker in a theme park. The chase 
proceeds onto a roller coaster, where the 
view changes to show the twin coasters 
rushing toward the screen, as Batman and 
The Joker stand opposite one another and 
battle it out on two moving roller coasters. 
Technically, it’s still a side-view, but the 
effect is unusual. 

In Stage Five, the player drives as 
Batman races the Batmobile through the 
streets of Gotham. Batman must beat the 
clock and avoid civilian cars as he battles 
Two-Face. 

Batman is well equipped to handle the 
bad guys. Besides an array of punches, 
kicks, throws and rolls, he has an arsenal 
of non-lethal items. His Batarang has 
unlimited uses but only temporarily stuns 
opponents. The rest of the offensive items 
have limited uses. The Bat-Throwing Star 
injures enemies, though it’s more effective 
with some opponents than others. 

The Spray Gun emits a cloud of gas 
that temporarily incapacitates enemies. 
This is an effective item in most cases, but 
some opponents are impervious to its 
effects. Besides, it looks so effete when 
Batman uses it. He holds out the can and 
squirts a little cloud of gas. One can 


almost imagine Batman shouting, “Stop or 
Pll spritz!” 

The next item is a plastic explosive, and 
he also has smoke bombs, which tem- 
porarily disable the bad guys. The non- 
combat items Batman can use are his 
grappling gun, gas mask, flashlight, X-ray 
goggles and master key. 

In the Batcave before each mission, the 
player can decide which items Batman 
will carry in his inventory. Some missions 
require a gas mask, while the X-ray 
goggles are good for detecting hidden 
traps and walls in some stages. There are 
also the usual power-ups; a Heart icon that 
raises the B-mans’ health, and weapon 
power-ups. 

Batman can block punches, jump, cling 
to ledges, do rebound scaling (jumping off 
facing walls to ascend), and with the aid 
of his grappling hook, perform long 
jumps. Each move is well and smoothly 
animated and the graphics everywhere 
evoke the somber, Gothic look of Gotham. 

There is a scene with obstacles that 
Batman should clearly be able to jump 
over, but the game won’t allow it. He 
must bash his way through, and potential- 
ly take damage. 
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The Adventures of Batman and 
Robin is pretty good in the sound effects 
department. The Penguin’s pained “‘oofs” 
whenever he takes damage are especially 
amusing. The soundtrack is not as good as 
the sound effects, but that is not the fault 
of the game. It uses much the same bland, 
generic, faux-action music that can be 
heard in the television series. 

Overall, The Adventures of Batman 
and Robin is only all right. Nothing 
breathtaking, but it’s true to the-license, 
and entertaining in extended bursts. 
Players who want a Batman game in their 
SNES library could do worse. B- 
(John Wesley Hardin) 
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PUBLISHER: Konami 

SYSTEM: SNES 
Action/Adventure 
MEGABITS: 18 

PLAYERS: 1 

LEVELS: 8 





Available 
at your local retailer 
or call 1.800.GAMETEK. 
Phone 24 hours a day, 
7 days a week. 
Visa and Mastercard 


SEGA CD yt 


a ¥ i comanaee 
Sodtnatrack Wvailable = 
og.Uno Mundo Record 


aD) una rent Beasts of th 


full-screen animation. foc fe strength) Tr ae a aa Jang 
ae So cool, 


ee 


HY bio: 
meeres with a 


: ae tht bin, Sa = u ger of ME, Inc: All fi ght 
Aventre: Florida’ 33180. “SEGA GENES!S"AND:SEGA GO-ABBARADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGRYSYWE WYED. my i Yioed GAME: ns STEM, SYMBOLS 
OF SEGA OF AMERIC: IC. ©1993 SEGA. NINTENDS-SUPER NUT ENDO ENTERTAINMENT SYSTEM y DFFIC TAL SRALS ARE REGIS STERED ee KS OF mn RICA ING. € 


(Tee 





a = -— 
—=— a as 


is 
—— 


| — 


Los ee 2 


GENERATIONS 
LOST 


A manly adventure in a side-scrolling wilderness 


Generations Lost is a 
hairy-chested side scroller 
in which the player 
assumes the role of 
Monobe, the last of his 
bloodline, a race or tribe 
called the Keplan. The 
game opens within a 
tightly-letterboxed, 
animated introduction in 
which an old man, cre- 
atively dubbed “Geezer,” 
is sending the player- 
character off on an omi- 
nous-sounding quest. 
“You are of the blood of 
Keplan,” Geezer explains, 
“the last of your line. With the sun’s ris- 
ing, your day of hope begins. This is the 
time to lead the people of this troubled 
land of this troubled world to a new 


beginning. You must journey far and wide, 


through lands populated by strange crea- 
tures ... lands not visited in a long time. 
Following this mock-epic fantasy send- 
off, Geezer hands over an E-Rad suit, 
mouths a few last platitudes, and the p-c 
sets off for one of the better Flashback- 
style platform games of recent months. 
Generations Lost does have a backsto- 
ry, but don’t let it get in the way. The plot 
is so hopelessly muddled that attempting 
to sort through it will only create a 
skewed impression of the game. 
Basically, Generations Lost is a great 
side-scrolling action-strategy contest, with 
the testosterone level kicked up some- 
where between “Stallone” and 
“Eastwood.” The direction pad moves the 





Flectronic Games 





p-c left, right and into a crouch, while also 
allowing him to look up (a very nice 
touch!). The action buttons fire his cool E- 
Rad weapon, initiate a roundhouse punch, 
and allow him to jump or swing along via 
“plunkers” (man-made vines from which 
Monobe can travel Tarzan-style). 

The world through which the p-c moves 
is an interesting hybrid of lush jungle and 
high technology. There are periodic power 
stations where Monobe can recharge his 
E-Rad, elevators which transport the play- 
er to new sectors of the wilderness, and 
even “Transnodes” which allow the gamer 
to move freely between game levels. 

The game has six nodes/levels, each 
containing a minimum of two sub-sectors. 
These are the Maintenance Sector, the 
Engineering Sector, Security Sector, 
Agricultural Sector, Propulsion Sector and 
Main Bridge. On every level but the first, 
at least one transnode can be located. 
These chambers allow 
access to the other sec- 
tors, one area at a time. 
After entering a 
transnode, the player 
must hit the start button, 
which brings up a map 
screen that displays the 
access points to each of 
the sectors. Using the 
direction controller, the 
player highlights the sec- 
tor they wish to enter and, 
shazam, they’re there. Of 
course, while it’s possible 
to revisit sectors the p-c 
has previously visited, 


advancement to new nodes may require 
that the p-c have possession of certain 
necessary items. 

Generations Lost is a long game, but 
fortunately the developers, Pacific 
SoftScape, took mercy and introduced 
both milestones and passwords. 
Milestones are markers which, once 
reached, determine the start-over point 
should the p-c lose a life. Passwords are 
awarded when a level is completed. 

Naturally the neatest element in the 
game is the p-c’s Energy Radiator, or 
E-Rad, suit. The suit is capable of absorb- 
ing several levels of power. The standard 
power station allows the suit to discharge 
energy, while a bonus power-up quick- 
charger allows the suit to launch a rapid- 
fire barrage. Of course, the suit isn’t strict- 
ly offensive, it can also generate a repel 
beam which allows the p-c to climb up 
sheer rock by simply firing the power 
beam to an overhanging ledge, then 
pulling oneself up. 

Of course, there’s the usual rogue’s 
gallery of monsters: Terminator-like 
Dollicks, hulking Guardians, fast and 
lethal Monkeys, stone-throwing Armafers, 
and the dangerous Camorocks. Some are 
vulnerable to blasts from the old E-Rad 
suit, while others are suckers for a good 
punch, but they can all be had. 

Generations Lost does hide a mystery 
(but don’t worry, it’s nothing you haven’t 





already seen in half a dozen science- 
fiction movies and TV shows), but all is 
revealed at the end, so don’t worry about 
it along the way. The joy of this game is 
its supreme playability, extremely attrac- 
tive visuals, and its perfectly salted strate- 
gic elements. With its large characters and 
flawless player control, this is one plat- 
form game that should continue to do 
business even after players have passed 
through the final levels. A+ (Bill Kunkel) 
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Starfleet 
Academy 


Where no game has 
gone before... 


Electronic games based on the Star Trek 
universe have been around for over a 
decade. Given Trek’s content and satura- 
tion within our culture, it was among the 
most recognizable and ideally suited 
licenses for translation to interactive 
electronic medium. 

However, most of the Star Trek games 
have focused to an almost monomaniacal 
degree on the gamer playing the role of 
Captain James Tiberius Kirk. While there 
is certainly nothing wrong with that con- 





cept (or its Next Generation and DS9 
spin-offs), it’s time for a new alternative. 

Starfleet Academy provides that alter- 
native in spades. The idea is that the gamer 
is a cadet at the academy, the SF world’s 
most famous military school, which offers 
instruction in all aspects of starship com- 
mand, from classes in deep space science 
to stints in the school’s simulator. 

Since the game takes place in a school, 
it’s a good idea for the player to spend 
some time in Tutorial Mode. Basic 
Training offers isolated instruction in 
everything from one- and two-player 
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dogfighting to full-fledged missions based 
on the Trek TV show and movies, such as 
Balance of Terror (based on the famous 
“Tholean Web” episode of the TV show), 
the Wrath of Khan and the Undiscovered 
Country (both taken from the Star Trek 
film series). 

Basic Training begins with the player 
learning some simple space navigation, 
and ultimately expands into a full-feature 
mission in which the player has access to 
all stations. 

From a Main Menu Screen, the gamer 
has access to Navigation, Science, 
Communications, the Helm and 
Engineering, through which all the won- 
ders of a Starfleet Starship are available. 

Navigation allows the ship to move 
from quadrant to quadrant via a simple 
grid map. Communications allows the 
player’s ship to open a hailing frequency 
and receive orders from Starfleet. Repairs 
are kept up through the Engineering mod- 
ule, while the Science station provides a 
status report, sensor sweep, and radar set- 
tings, in addition to serv- 
ing as the link with the 
ship’s computer. 

The Helm, meanwhile, 
controls Tactical Mode, 
Alert Status (red, yellow, 
green) and the ship’s 
powerful tractor beam. 

The training missions 
advance the player by 
baby steps. The first mis- 
sion involves making 
contact with a quartet of 
space buoys located at the 
four primary compass 
directions. Next, the 
player-cadet must learn to 
warp from one system to 
another via the navigation station, use a 
tractor beam, etc. It’s a painless series of 
exercises which, when completed, provide 
the gamer with the necessary experience 
to boldly go out on their own, confident of 


their mastery of the ship’s various 
systems. 

Perhaps the most intriguing elements of 
the game are the combat training simula- 
tions. The player(s) can captain and attack 
any of several Trek-based ships, including 
Klingon and Romulan vessels, each with 
their own unique characteristics (the 
Romulan ship, for example, has a cloaking 
capability that makes it extremely difficult 
to defeat). 





The game itself runs off a single prima- 
ry screen, which features the bridge of the 
player’s ship and shows the various crew 
members at their stations. The centerpiece 
of the display is the huge viewscreen 
through which the would-be Kirk and 
company can track down and destroy 
enemy spacecraft. 

Although the cartridge contains only 
8-Megs of ROM, the game itself seems 
considerably larger than that. Enemy ships 
move with impressive speed and maneu- 
verability, and the graphics, while not eye 
popping, are more than adequate. 

Starfleet Academy is like a delightful 
virtual playground in which gamers can 
use all the tools and technology of the 
Star Trek universe. From a non-role-play- 
ing point of view, it may very well be the 
best Trek game ever produced. Since there 
are no shortage of games which allow the 
gamer to become Kirk, or Picard or 
whomever (see sidebar), Starfleet 
Academy is all the more delightful. A 
(Bill Kunkel) 


WHERE GAMERS HAVE GONE BEFORE 


For a show that didn’t even run for 
three complete seasons, Star Trek has 
been an amazing success story. 
Rescued after its first year by a letter- 
writing campaign staged by its fans 
(originally dubbed “Trekkies” and, 
more recently, “Trekkers”), the Gene 
Roddenberry-creation only began to 
pick up steam affer its cancellation. 

Back in the early “80s, a small coin- 
op company named Sega produced the 
first major Trek-based game. Star 
Trek was an action-strategy contest 
with a much heavier emphasis on 
strategy than most arcade games. 

In the home market, however, the 


license belonged to Simon & Schuster 
(which, like ST, was owned by 
Paramount Studios), which produced a 
series of text adventures such as The 
Kobiashi Alternative and Star Trek: 
First Contact, in which the player is 
cast as Kirk and has access to 
everything on the starship, human or 
inanimate. 

The most unusual of the early Trek 
games was Rebel Universe, a British 
game developed for the Atari ST 
which Simon & Schuster published. It 
was an icon-based action strategy 
game somewhat reminiscent of 
Starfleet Academy. 
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Zero: the 


Kamikaze Squirrel 


Rero’s nemesis becomes a hero to save his forest 


Zero gave Aero a tough time at the cir- 
cus, but the frequent-flyer squirrel switch- 
es sides in this outing. Zero gets a 
telegram from his homeland advising him 
that a nasty lumberjack, Jaques LeSheets, 
is despoiling the forest in order to make 
paper for counterfeit money. Zero takes 
his priorities in hand, quits his job with 
Ektor, the evil clown, and heads for home. 
On the way, his single-seater plane is shot 
down, and he must travel across some 
enemy- and trap-ridden video game terrain 
to reach LeSheets. 

The scene in which Zero reads the 
telegram and quits his job is semi- 
animated, with subtitles; it follows the 
title and some credits when the controller 
is left alone after switching on. 

The sender of the telegram, who signs it 
“Love, Amy,” also mentions that LeSheets 
has kidnapped her father, which is at least 
a slight change from the kidnapped 
princess routine. 

What Zero does off-screen (and his 
relationship with Amy) is nobody’s busi- 
ness but his own. Well, okay, maybe 
SunSoft and developer Iguana 
Entertainment’s, too. 

Zero wears a Japanese sunburst band 
around his head and heavy lumberjack 
boots. This makes his homeland unclear— 
possibly Hokkaido? (Look it up.) The 
boots could make for some slow but seri- 
ous kicking, if he was into that kind of 
martial arts. Instead, he wields a mean 
nunchaku, tosses stars and does some wild 
jumping, executing a few spinning, 
swooping and diving moves through the 
air. Moreover, he can fly a jetpack through 
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the air and has been known to be a demon 
on speedboats and jet skis. 

The areas Zero has to cross include the 
Beach, Cliffs, Mountain Tunnels, River 
Rapids, the Forest, a 
Toxic Waste Pool and the 
Paper Factory. Zero rides 
the rapids on a water ski; 
the toxic pool must be 
traversed in a speedboat. 
Elsewhere, he relies on 
fast footwork and jump- 
ing/flying prowess. 

There are generally 
many places for Zero to 
jump to, and he has help 
with objects that he can 
bounce on, like trees and 
shovel handles on the 
beach and pods along the 
cliffsides. Power-ups can 
be found in the unlikeliest of places. 

For instance, there are secret rooms that 
may be reached through transporters and 
“pump-up” doors. When Zero finds one of 
these, there is a pump at one side on 
which he jumps several times until the 
door is inflated. Only then can he go 
through. On the far side is a cave-like 
room with a number of power-ups—and 
occasional enemies as well. Usually 
there’s a pump-up door here, too, for his 
return. Beware of overinflating these 
doors—they’ Il burst! 

There are also locations where Zero 
(and the player) can test out his diving and 
gliding skills. They are marked with sign- 
posts, and are, in fact, called “Super Dive 
Tests.” Controlled diving involves all the 
buttons, and it might be 
wise for the gamer to take 
advantage of the option 
screen and try out differ- 
ent combinations of the 
buttons to see which 
best allows complex 
maneuvering. 

LeSheets sends out 
some tough enemies, like 
the wolverine 
Quicksilver, the Boulder 
Men, and others called 
Skreech and Firebug. 
Their interference with 
Zero’s mission ranges 
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from traumatic to merely annoying. 

Zero has three lives to start with, and 
there are 1-Ups available. Far more plenti- 
ful are energy points which look like Z’s. 
These accumulate in a line near the bot- 
tom of the screen, and make it look as 
though someone were sleeping down 
there. Other pickups are stars of various 
colors that refill Zero’s inventory by dif- 
ferent amounts, and coins that add lives 
for each 100 collected. Food items like ice 
cream cones also float around and add 
points when picked up. 

There are unlimited continues, which 
restart at the beginning of accomplished 


levels, starting fresh with power-ups and 
scores. There are also checkpoints within 
each level that allow for lesser ground to 
be recovered on losing a life, but scores 
and pickups do not reset. There’s no bat- 
tery back-up, so the player starts fresh 
after shutting off or resetting the console. 

Game play is fairly easy to start with, 
and while the player will undoubtedly 
have to use many continues before learn- 
ing the layout and movement patterns, 
they stay pretty steady. Though the overall 
game is linear, Zero does have some lati- 
tude on how he gets through some levels. 

The background music is rapid and rock 
oriented, with a lot of repetitive, bongo- 
like figures overlying melodies that evoke 
urgency or suspense. 

Zero the Kamikaze Squirrel is, essen- 
tially, standard platform fare, but fans of 
Aero the Acro*eBat may well enjoy fol- 
lowing the further adventures of his for- 
mer rival in this better-than-adequate 
sequel. B (Ross Chamberlain) 


TECH SPECS 


PUBLISHER: SunSoft 
SYSTEM: Genesis 
Side-scroller 


THEME: 
MEGABITS: 16 
PLAYERS: 1 

LEVELS: 14 
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THE FINAL GRADE 


The following chart details the 
thoughts and opinions of several 
different EG editors on some of the 
latest software. In the future we 
will feature guest 

reviewers from 

around the 

country. 


Aerobiz Supersonic 
Alien vs. Predator itaguai A- 
Ballz ae 
Blackthorn Bt 
Breath of Fire A- 
Buby 
Castlevania Bioodines = - 
Chester Cheetah = 
Daffy Duck: mavin miss. Bo 
of Superman B- 
Double DragonV G+ 
Dynamite Headdy =6s BSS 
Earthworm Jim = B+ 
Goofy’s History Tour B- 
HardBall ‘94 B 
Musion of Gaia B+ 
dammit B- 
dungle Book A- 


Larussa Baseball ‘95 G+ 





























> oe wo > 











+ 




















Pele Soccer _ 

Pitfall: Myan Adv. 

Rocko's Modern Life Bt 
Star Trek: TNG iswesi = B 
Sub-Terrania B 
Taz Escape Fr. Mars B+ 
Tempest 2000 
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Clay Fighters for the Sega fails to equal 
the standards set by the SNES version. 
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Shining Force: The Sword of Hajya (Sega/ 
Game Gear) A comprehensive FRPG, 
with a cute flourish, it also offers some 
uninspired combat. In the tradition of 
Japanimation, look for lots of big eyes and 
anthropomorphic animals, but the plot is 
stale. Lots of superfluous touches (a cute 
female elf inexplicably instructs the player 
to read the story to her) only clutter up the 
presentation of an otherwise entertaining 
game. B- (John Wesley Hardin) 


Yogi Bear’s Goldrush (GameTek/ 
GameBoy) Lots of side-scrolling, plat- 
form-jumping action in the tradition of the 
Mario games. Not overwhelmingly origi- 
nal, and the dark backgrounds in some 
scenes tend to make the screen look clut- 
tered, but positive points like large, non- 
linear stages might be enough to keep 
platform fans jumping. &+ (John Hardin) 


Super Return of the Jedi (JVC/SNES) 
The third entry in JVC’s SNES Star Wars 





trilogy, Super Return of the Jedi, is an 
improvement over the Super Empire 
Strikes Back installment in that it offers 
new play mechanics to buttress the classic 
format established in the first game. 

As in the earlier games, Jedi sticks 
pretty closely to the film’s plotline, with 
great visuals and superb music (based on 
John Williams’ classic score). At 16-Meg, 
it’s the largest of the trilogy, with gamers 
cast, variously, as Luke, Han, Chewie, 
Wicket the Ewok and Princess Leia. The 
best part: many of the 13 levels offer play- 
ers their choice among several characters. 

Some spectacular Mode-7 features 
highlight the game, with great locations, 
and a spectacular finish to climax an 
excellent series. A (Bill Kunkel) 


The Ren & Stimpy Show: Time Warp 
(TH*Q/SNES) Happy, happy, joy, joy! 
Sculptured Software, which has already 
shown its skill at converting cartoon char- 
acters to video games with its Simpsons 
and WWF franchises for Acclaim, now 
tackles those booger-loving Nicktooners, 
Ren & Stimpy, the saga of an anorexic 
Mexican hairless and a cat with fluid 
excretion problems. 


The game revolves around the pair’s 
attempt to collect enough Gritty Kitty 
proof of purchases to win their very own 
Time Machine. This 10-Meg, 10-level 
game blends action and puzzles, while 
remaining true to the spirit of the show. 
B+ (Bill Kunkel & Laurie Yates) 


Biker Mice from Mars (Konami/SNES) 
Based on the derivative syndie cartoon 
show, this game is a nice variation on 
Interplay’s Rock & Roll Racing as well 
as Nintendo’s earlier RC Pro-Am, with an 
excellent selection of power-ups, power- 
downs, and on-board weaponry. 

The motorcycle riding racers run on 
five tracks comprising 30 courses, with 
plenty of variation. Best of all, the charac- 
ters are rendered nice and large, making 
them easy to follow even when travelling 
in a pack. 

The downside? After 15 minutes with 
this game, you will never want to hear the 
phrase “Rock on!” again as long as you 
live. B+ (Bill Kunkel) 


Clay Fighter (Interplay/Genesis) This 
long-awaited Genesis version of the popu- 
lar SNES comical street fighting game is 
bound to come off as a disappointment to 
users who’ ve played the earlier version on 
a friend’s SNES. 

As converted by the Ringler Studios, 
the basics are there, but the slick visuals 
and smooth play action of the original are 
MIA in this edition. As a result, the comic 
scenes are sufficiently effective, and the 
overall play is considerably less 
rewarding. B- (Bill Kunkel) 


Lawnmower Man (TWI/Genesis) A 
major motion picture about virtual reality 
should make pretty good grist for the elec- 
tronic gaming mill, but, surprisingly, both 





the SNES version (from TH*Q) and this 
TWI edition for the Genesis totally fail to 
capture the film’s VR pyrotechnics in 
video game format. 

There is a lot to this game but the 
graphics have a cold, oddly uninvolving 
quality, that seems strange in a game 
based in a total-immersion world. (+ 
(Bill Kunkel) 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles gets a little harder. But this time it's 
all up to you. Stay in to the end with the highest score and the gear is yours. 
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Game Contest. Play on the hi-tech —- e with this line-up: 
Super NES with Super Scope; Sega Genesis with CD-ROM and Menacer; 
Panasonic 3D0; and Atari Jaguar. Get all four or trade the ones you don't want for 
CASH! Bonus options include: Sega Virtual Reality Helmet, 33” monitor, $1,000 in 
games, cash, accessories and more! 


Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor, 
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speakers, subwoofer, 


130 watt receiver w/ Dolby Pro Logic Surround Sound, ore llite Recei 
atellite Receiver as 


cD ey a eo EQ, dual cassette and laser disc. Win DB 
a BONUS OPTION! This rig will blow you away (literally!)!! 
We're talkin’ GAMING HEAVEN! 
Directions. Fill in the Mystery Word Grid with words mr across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 
In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many wi gl but typically 61% will have the 
— score possible score to Phase |, 43% to Phase Il, 36% to Phase Ill, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
each receive the grand prize they are playing for. 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 


(_] ($3.00) Video Game Contest 
1] ($3.00) Media Rig Contest 
_] ($5.00) SPECIAL! Enter Both (SAVE $1.00) 
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PANDEMONIUM, P.O. BOX 26247 

MINNEAPOLIS, MN 55426-0247 
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Pandemonium, Inc. 7204 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their 
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LODE RUNNER 


Neo-classic goldbricking from Sierra 


It was among the most successful 
games of its era. A computer game, 
“inspired” by an arcade game, it eventual- 
ly became a coin-op itself (see box). Doug 
Smith’s original Lode Runner 
(Broderbund) is one of the best mixes of 
action and strategy in gaming history, and 
its reputation has not tarnished over the 
years. To the contrary, it is actually better 
remembered than its contemporaries— 
classics such as Jumpman (Epyx) and 
Miner 2049er (Big Ten)—which were 
just as successful and, in some cases, 
superior games. 

Now Presage Software, under the guid- 
ing hand of Jeff Tunnell (who, given his 
Incredible Machine series, is rapidly 
becoming the American Alexey Pajitnov ) 
has re-created the classic original for the 
Pentium era. Don’t expect any eye-pop- 
ping graphics or 3-D, studio-rendered 
backgrounds and game objects in Lode 
Runner: The Legend Returns. This 
remake is remarkably faithful to the 
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appeared in another Broderbund computer 
game, Raid on Bungeling Bay), they rep- 
resent the stereotypical Evil Empires who 
have seized all the gold and jewels in the 
world in Scrooge McDuck fashion. 
Which means they now have chambers 
full of treasure, guarded by an order of 
mad monks who pursue the player-charac- 
ter with all the persistence of the 
Bungelings of old, and a lot more smarts. 
(AI has come a long way since 1983.) 


original, almost to the point of visual aus- 
terity, with changes primarily in the design 
area. Whereas the original game was a 
solitaire entertainment leaning heavily 
toward action and splashed with strategy, 
this new incarnation loads up on game 
options, special tools, and a delightful 
construction set feature which allows the 
user to create enough Lode Runner play- 
fields to keep them fascinated for months. 
Oh, Tunnell gave the game something 
else, too—a wacky backstory. Instead of 
the bad guys being members of the s idl) 
Bungeling Empire (the nasties who later 
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The player is a soldier-of-fortune type 
known as the Lode Runner, whose 


specialty is penetrating these secret vaults 
and carting off the contents. The game 
features 10 worlds, each containing 15 
game screens of incremental difficulty. 

The big question: can a game with tiny 
characters, no scrolling and no eye candy 
score a big hit in today’s graphics-happy 
computer game field? 





Also, though control systems have been 
worked out for the mouse and keyboard in 
addition to the joystick, the joystick is the 
only control device any gamer should 
even consider using. The mouse is far too 
clumsy, and employing the keypad could 
induce a case of Carpal Tunnell Syndrome 
within the very first world. 

On the plus side, however, the interface 
is a thing of beauty. Using smart icons (a 
tiny text balloon appears when the cursor 
passes over it, explaining its function), the 
gamer can choose to play solo or head-to- 
head, select any level, and manipulate the 
music, sound effects, game defaults and so 
on with a simple mouse click. 

The game itself still involves the 
player-character racing madly about the 


The first game to use the multilevel, 
dig-and-trap scenario was probably 
the coin-op Space Panic (Universal). 
It featured ugly, homunculus-like 
aliens chasing the player-character 
across several horizontal levels 
connected by ladders. 

The game idea was next imported to 
the computer field with Apple Panic, 
a pretty straightforward clone of the 
Universal coin-op but with the aliens 
transformed into anthropomorphic 
green apples. 

Apple Panic proved a popular 
enough item on the Apple I+ that 
Doug Smith was inspired to clean up 
the visuals (mostly reducing the size 
of the characters so there would be 
more room for playfield elements), 
rethink some of the basic design, and 
produce Lode Runner, which was 
aimed largely at the burgeoning Atari 
400/800 and Commodore 64 markets. 


screen, climbing and descending ladders, 
moving across pipes hand-over-hand and 
collecting a variety of valuables without 
letting the bad guys get them. 

So, does this hoary old play mechanic 
still work? It seems to. The experience of 
playing the game is still entertaining and, 
even with some strategic additions, simple 
to understand. Industry people used to call 
this type of contest an “Easy to learn, hard 
to master” game, and the formula has 
always paid dividends in the past. 

In the original game, the p-c was 
equipped with only a shovel, used to dig 
holes into which the attacking enemies 
would fall and remain briefly trapped. 
This time around, though, our hero not 
only has a blaster for punching holes in 
the earth, he can also acquire bombs, 
Slime Buckets (for slowing down Monks), 
Jackhammers, Monk Snares, Befuddle- 
ment Gas and several other intriguing 
tools/weapons. There are even Transport- 
ers, which allow the p-c to warp from 
location to location. 

These additional items are not standard 
issue—Jake learns to use a new one at the 
beginning of each level—and the power- 
up concept merges very well with this 
type of action-oriented kinetic puzzle. 

The Lode Runner levels are essentially 
puzzles, rather than games, in that they 
have a fixed solution. But don’t worry 
about running out of challenges. If the pre- 
fab scenarios can’t dampen your fortune- 
hunting gusto, there’s the option of fash- 
ioning one’s own levels from an easy-to- 
use Game Generator Toolbox Option. 

Finally, there is the head-to-head 


All these games share the 
element of digging holes 
into which pursuing ene- 
mies can fall, at which 
point the player-character 
can run over their heads as 
they struggle to free them- 
selves from the pit. 
The games presented a lot 
of interesting visual puz- 
zles. For example, it was 
only possible to create a 
hole by facing a direction 
and hitting a button, there- 
by causing a hole to 
appear. But what if a prize 
was lodged down in a sin- 
gle space indentation? This 
and similar problems gave the game 
its strategic edge and probably 
accounts for its enduring popularity. 
Jumpman (Epyx) was very similar 
to Lode Runner in that it featured a 





feature, which allows two players to work 
the screen simultaneously. The interesting 
spin here is that the gamers can either play 
cooperatively or go for one another’s 
jugulars. The idea works, and down the 
line Lode Runner may become a fairly 
hot entry in the on-line gaming arena. 
The perspective of game designers has 
changed considerably in the last decade. 
The proliferation of platform and street 
fighting games have altered the entire 
value systems of game players and cre- 
ators. But one still must believe that the 
classics will endure. A great game in 1983 
should still be a great game today, even 





without the SGI graphics and faux three- 
dimensionality. 

Lode Runner serves as a pretty good 
argument for that theory, but it’s hard to 
escape the nagging notion that this game 
would have been a lot more fun if the 
graphics had been rendered using state-of- 
the-art technology. 

In its day, after all, Lode Runner was 
considered something of a looker. B+ 
(Bill Kunkel) 


lot of ladder climbing, running, and 
(of course) jumping over a multilevel 
playfield. Epyx later reduced the num- 
ber of playfields and released it on 
cartridge for the Atari 400/800 as 
Jumpman Jr. 
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BATTLE 
BUGS 


The only kind of bugs you 
want inside your computer 


Ants are notorious for staging wars 
against rival colonies. It is probably very 
easy to find a National Geographic 
special on the topic. It’s usually the red 
ants and black ants that are the most hos- 
tile toward one another. But there are 
never nature battles for territory or food in 
which different types of insects cooperate 
with each other against a common 
enemy ... at least until now! 





Battle Bugs does exactly that. It pits 
the red forces and green forces of assorted 
bugs against each other with a variety of 
objectives and an overall goal of survival. 
Spiders, ants, mosquitoes, cockroaches 
and water bugs stand side by side in this 
hilarious send-up of war games that turns 
out to be a very good war game itself. 

Battle Bugs follows traditional war 
game basics and turns them completely 
about face by simply shrinking the scale 
and arenas to bug size. Players can choose 
to conduct a campaign against the com- 
puter in predefined scenarios or, for added 
excitement, play against a friend on one of 
the game’s more than 50 levels. 


TECH SPECS 


PUBLISHER: Sierra On-Line 
DESIGNER: Epyx 
SYSTEM:  mS5-005 
THEME: 
HD SPACE: 
PLAYERS: 
LEVELS: 


Strategy War Game 
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The specific goal of each level varies, 
but it is usually to protect food or territory 
and eliminate the enemy in the process. 
Each of the game’s 22 bugs has its own 
special powers, movement ability and 
attack/defense strengths. Players must 
maneuver their bugs to intercept the 
enemy critters before they can take a 
winning position. 

The game interface for Battle Bugs is 
very simple, but the strategy to use it 
effectively is much harder to come by. At 
the start of each battle, the stopwatch is 


frozen so that players can program in their 


initial moves. When they click on a bug, a 
display of icons pops up that represents 
movement or attack options for that bug. 

After a player clicks on an icon and 
then the object of that command (another 
bug or a location on the screen), they 
should unpause the stopwatch to start the 
action. Bugs will head for their respective 
targets or sites at their 
correct movement speeds 
and the battle is under 
way. 

After bugs start mov- 
ing, but before they enter 
a battle, players can 
change their command or 
order a bug to throw a 
bomb of some sort. Other 
bugs have special capa- 
bilities. For example, 
water boatmen can carry 
bugs across liquids and 
moths can fly bugs to 
other locations. 

The war.arena itself 
varies in size from level 
to level, but it scrolls in all directions for 
easy access to the bugs. The perspective 
of the game is from above and behind the 
arena so that players can determine height 
as well as flat coordinates. After all, some 
bugs do fly and hop. A status display 
below the Battle Display Screen gives 
instant information about the currently 
selected bug and details about the forces 
for both sides and their points. 

A command TV to the left of the status 
display has useful features on a few 
“channels,” such as the overhead map, 
game options and help screens. All of the 
information any player needs is right on 
this Main Screen and presented clearly. 
Nobody should have any difficulty learn- 
ing how to control Battle Bugs. 

Strategy is another subject entirely. 

Humor is a very important element of 
Battle Bugs that runs throughout the 
entire game. Each of the bugs has a mili- 
tary uniform and the backgrounds are full 
of sight gags. The animations for the bugs 
give each a funny little personality. The 
praying mantis lowers his arms in offense 


at a rapid pace. The assassin bugs skulk 
around in a cloak and fedora. These jokes 
help players remember what their bugs 
can do so as to send them into battle 
correctly. 





Most players laugh out loud the first 
time they watch a war in Battle Bugs and 
keep on laughing throughout subsequent 
wars because each game can be different 
depending on the player’s strategy. 

Cartoonish versions of insects may not 
work for other games, but in Battle Bugs 
it fits perfectly because of the visual 
humor. The sound effects, battle calls, 
death throes and Munchkin-like briefing 
speech sequences are laugh-out-loud 
hilarious, especially when a lightning bug 
disintegrates or a pill bug curls up on the 
screen. 

Once players know how to control the 
bugs, it is up to them to instantly act on 
the situations at hand. In battles where 
timing is crucial, players may have to try a 
few times before they defeat their enemy 
in time and possibly receive a medal from 
Queen Elizabuga. 

Some bugs’ attacks are better from the 
air. Others take advantage of obstacles to 
climb high to double the impact of bombs. 
Subtle changes are all that stand between 
success and failure for each battle and 
level. Beginners should stage their own 
campaign against the computer and pay 
particular attention to the tutorial levels. 

Battle Bugs is really meant to be 
played in high-res Super VGA Mode. The 
graphics are extremely detailed, resulting 
in a much cleaner look that emphasizes 
the cartoonish look of the bugs and game 
screens. The variety of the backgrounds 
and objects/food strewn throughout them 
help define the unique look of the game. 

There is some melancholy connected 
with the product because it is the last 
game designed by Epyx, formerly a giant 
in the computer game industry. 

Battle Bugs is a creative approach to 
war games that works for both war game 
fans and everyday gamers. Battle Bugs is 
the kind of game that should be ported 
over to other game formats. After a few 
rounds of battle, players will never look at 
these bugs the same way again! B+ 
(Russ Ceccola) 
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OPERATION 
CRUSADER 


The North Africa the- 
ater of operation was con- 
sidered a sidelight com- 
pared to the eastern and 
western fronts in Europe, 
but it has never stopped 
fascinating students of 
history and strategy 
gamers. The sweeping 
movement, unusual ter- 
rain and vivid military 
personalities like Rommel 
and Montgomery keep 
game designers busily 
cranking out simulations. 

Avalon Hill, just get- 
ting back into electronic 
games after a couple of years away from 
the field, sticks to well-scouted territory 
with Operation Crusader. This is a fully- 
realized hexgrid war game in the classic 
style, improved and elaborated with com- 
puter technology. The project is a collabo- 
ration with Atomic Games, whose presi- 
dent Keith Zabalaoui masterminded the 
visual presentation. 

Operation Crusader simulates Gen. 
Auchinleck’s late 1941 campaign. In the 
historical battle, the Commonwealth 
forces hoped to pin the Italian troops 
while doing an end-around the Germans to 
relieve Tobruk. Eric Young’s exhaustively 
researched design puts players in control 
of either side, either against a human or an 
excellent robot commander coded by 
Larry Merkel and Doug Walker. There’s 
also support for play by e-mail, though the 
program doesn’t incorporate real-time 
modem play. 

Each scenario is rated for length and 
difficulty. Running even the shortest 
requires the save feature, unless you’re 
into all-night gaming. 

Like all good strategy titles, Operation 
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Crusader has an extraordinarily long 
play-life. It will be hundreds of hours 
before this one grows stale to anyone 
interested in the North African campaign. 

Despite considerable depth, Operation 
Crusader may not be a bad choice for the 
less experienced warmonger because there 
aren’t as many units involved as in a 
typical European battle re-creation. North 
African terrain isn’t as varied, either, 
though desert warfare is a uniquely 
challenging environment. 

Experts will want to play under the lim- 
ited intelligence and “fog of war” realism 
options, which put the compu-strategist in 
much the same position as the actual 
generals instead of giving them the cer- 
tainty of unfailingly accurate information. 

What-if scenarios and many user- 
adjustable elements give Operation 
Crusader play-value as well as authentic- 
ity. Axis variants include three different 
Axis postures with regard to Malta and the 
intriguing possibility of Italy supporting 
its partner with veteran troops instead of 
the somewhat skittish ones it actually sent. 

Allied and Axis forces conduct their 
operations in phased turns. A pull-down 
menu prompts players to move through 
the turn. The commander orders moves 
and attacks during the Planning phase, 
sees the results of both armies’ activities 
during Execution and gets reports from 
field commanders in the After-Action 
portion of the turn. 

Commanders set their units in motion 
with simple click-and-drag mechanics. A 
series of arrows show the intended path. 





The color of the arrows denotes tactical or 
strategic movement. 

Combat orders are just as straightfor- 
ward. A ground unit, if adjacent to the 
enemy, can be clicked and moved to that 
square to start an assault. Artillery fires 
with a slight variation of the same basic 
procedure. 

A hexgrid map is a hexgrid map, but the 
main display for Operation Crusader is 
attractive and understandable. The units 
show up well and are large enough for 
easy reading. 

A line of icons directly above the map 
invokes special features. The commander 
can get a weather report, consult the cam- 
paign map, check the headquarters’ units 
and find out about air support. 

The right edge of the map gives access 
to voluminous data about the campaign. 
It’s all done with button clicking, though 
the sheer amount of data may prove over- 
whelming at first to those used to more 
arcade-like combat programs. 

Menus appear in the area at the bottom 
of the screen. Depending on the current 
turn-phase, a commander can get reports 
from subordinates, monitor progress 
toward achieving victory conditions, 





examine the status of any unit, and more. 

The same box also offers a second 
order entry method. The alternative seems 
a little more cumbersome than the previ- 
ously described method, but some 
wargamers may prefer it. 

Solid audiovisuals spice up Operation 
Crusader without disturbing game play. It 
still looks like a hexgrid wargame, but the 
muzzle flashes, pop-up encounter reports 
and graphically intensive reports heighten 
the appeal to mainstream gamers. 

Operation Crusader is a fine simula- 
tion of a fascinating strategic situation. On 
to Tobruk! B+ (Arnie Katz) 
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You often hear film critics talking about 
a nice “little” movie. The term refers to a 
lot of things, primarily budget, star power 
and production values.’But it also refers to 
scope. While some films tackle epic sub- 
jects such as love, death and good vs. evil, 
others are content to limit their vision and 
thereby produce a sharper image of it. 

Glider 4.0 (Casady & Greene) by John 
Calhoun is a “little” computer sim, a mod- 
est but clever creation that won’t chal- 
lenge Doom II on the best-seller lists but 
isn’t trying to, either. A favorite on the 





Mac for several years, it has finally found 
its way into the far more congested 
Windows entertainment software market, 
via a faithful translation by Gregg Bieser. 
The concept and execution represent 
simplicity itself: the user controls a paper 
airplane as it moves through the side- 
scrolling landscape of an old home. The 
player has only four controls to be con- 
cerned with: left, right, turbo and fire. 
The latter two commands are only 
engaged when the player is able to pick up 
the appropriate icons; the turbo control 
can only be invoked after the glider picks 
up a battery, while acquiring a supply of 
rubber bands gives the player ammunition 
to fire at pesky intruders in the flight path. 
That’s it. The whole enchilada. Yet 
there is really quite a bit more; in fact, 





Glider is actually one of those painlessly 
educational entertainments that will 
instruct even the most reluctant student in 
the basics of aerodynamics while still 
offering surprisingly compelling action- 
strategy gaming. Similarly, while the idea 
of transforming a simple, familiar location 
like a home into an arcade-style playfield 
has been done before, it has rarely been 
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GLIDER 
4.0 


Take a flyer on this nice 
“little” game 


executed with such guileless charm. 

The single-disk game installs painlessly 
to a hard drive and one can begin the long 
and extremely difficult journey through all 
60 rooms in an uninhabited home. 

The journey is displayed in standard 
side-scrolling format, all the air currents 
rendered as wavy lines. Heat is shown 
rushing upscreen from ventilators, the air- 
flow strong enough to have a floor-to-ceil- 
ing impact. A lit candle, meanwhile, cre- 
ates only a slight updraft. Once the gamer 
has mastered the game’s flight techniques, 
the visible air currents can be toggled off. 

The object is simple: keep the glider 
aloft, and make sure it 
doesn’t strike any of the 
room’s obstacles—mostly 
prosaic items such as 
closets and TV sets. But 
merely maintaining the 
paper airplane’s flight is a 
challenge; players should 
prepare to spend a con- 
siderable amount of time 
getting the hang of this 
gliding business. 

Of course, the player is 
given the means of 
enhancing his chances; 
making contact with a 
battery icon gives the 
player a spare thruster 
which can be engaged at any time, while 
weapons, in the form of rubber bands, can 
be fired directly ahead—Defender-style— 
so long as the gamer keeps supplied with 
the elastic ammo. There are also other 
power-ups, which the documentation only 
hints at, such as switches and grease 
(which allows the glider to move through 
some tight spots in a hurry). 

The obstacles are few and far between 
as the game begins, but before long the 
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flight path starts to resemble the labyrinth- 
like caves of countless sci-fi, side- 
scrolling, twitch games without the visual 
menace. In fact, the game was designed to 
be non-threatening entertainment for the 
typical (read: adult) Macintosh user, “‘a 
wistful flight of fancy for those rainy 
days,” as creator John Calhoun puts it. 
Okay, so he’s a better game designer than 
he is a writer, but the point is still valid; 
this is a charming, homey and humble 
game that should deliver many hours of 
diversion for the right computerist. 

No, no one is going to buy the coin-op 
rights to Glider 4.0, or convert it to 32X 
format. There’s no eye candy, no sizzle, 
no bursting rib cages—just pure play 
mechanic that comes on like a piece of 
shareware that hit the gaming spot and 
made it into general circulation (i.e., the 
Windows environment) after years of 
working the Mac circuit. 

Glider 4.0 can be played with the key- 
board (keystrokes are programmable), joy- 
stick, or mouse (forget the mouse, you 
need three buttons and the control just 
isn’t suited to a game of this type). Also 





included in the pack is More Glider, the 
Macintosh add-on disk that offers players 
eight new houses through which to cruise. 

There’s even a transfer feature—men- 
tioned on the back of the box but not in 
the thin manual—which allows Macintosh 
houses to be loaded in Windows format. 

So that’s it. Glider 4.0 is a funny little 
game that has parlayed its long-term 
popularity among entertainment-starved 
Macintosh users into a shot at the big 
time. An old-fashioned entertainment 
sharing shelf space with the latest twitch 
games, sports simulations and sophisticat- 
ed combat flight simulators. 

And, like The Little Train That Could, 
many a veteran gamer will root for Glider 
to succeed, if only because it harkens back 
so clearly to an era when the play was not 





only the thing, it was the only thing. B 


(Bill Kunkel) 
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bominws 


Monsters defend your land against invading clansmen 


The view from the 
overlord’s private cham- 
ber is long past ominous. 
A horde of invaders pours 
over the ridge toward the 
castle. It’s impossible to 
tell which of the clans 
they serve from here. 

It seems such a short 
time since the messenger 
arrived, bearing a scroll. 
On it was written, “A 
company of The Order is 
advancing into the 
wilderness to the south.” 
Slamming his mailed fist 
against a wall, the over- 
lord muttered, “It’s started...” and turned 
to his crystal ball. Spread out before him 
was a bird’s-eye view of the kingdom, the 
castle itself tall and proud at the center. 
Nestled in one of the 72 small sectors that 
comprise the land was a flag. He com- 
manded the view to close in on the region, 
and the land swept below him. Sure 
enough, a number of figures were visible, 
marching right to left. 

He hurried to the war room, where his 
four monstrous generals waited. “Report!” 
he commanded the cyclops at the middle 
left of the table. The creature stood and 
advised, “You have 75 monsters available. 
None are occupied at the moment.” 





“Deploy them—here and here.” The 
overlord pointed to the regions on the map 
where he’d seen the flag and adjacent to 
it, to the east. Twenty-five monsters are 
deployed to each of the regions. The over- 
lord then ordered materials for traps to be 
gathered quickly. This would take several 
minutes and occupy eight of the remaining 
monsters of that general’s complement. 

Then another messenger arrived. Now it 
was a company of the Raiders Clan, 
already entering a village in the north- 
west, and hardly had that messenger left 
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but another arrived with bad news. 

What should he have done next? Have 
the other generals deploy more of their 
complements of monsters? Set up more 
traps or magic spells? Send out spies? 
Thinking back, even as he called his chari- 
ot for the final battle, he pondered on his 
strategies, wondering where he’d failed. 

And that was just the beginning of 
Dominus. 

The opening scene in the above 
sequence is at the end of the demo story, 
which unfolds if no selections are made 
on the Options Menu for a few moments. 
Scenes from actual game play are inter- 
spersed with some, like that, specially 
made for the demo. 

In the game, one clicks on the crystal 
ball to view the overhead map of the king- 
dom, then clicks on a sector to get a close- 
up, scrolling view of what’s going on 
there. Monster and invader sprites are 
small but quite identifiable. They move in 
the haphazard way familiar to players of 
video games, occasionally overlapping 
each other in crowded situations. It is pos- 
sible to zoom in one more level, at which 
the sprites are about twice as large and 
detailed. In battle, they actually seem to 
bumble around each other, but one or the 
other will fall momentarily, and finally 
one will sparkle and disappear. 

Back in the palace, however, the scene 
in the war room is minimally animated. 
The generals sit at a table; when clicked 
on, each stands to report and take orders 
via menus and the kingdom map. 

Like any leader, the overlord must 
choose between micromanagement and 
delegation of authority, but there are 
things he can do that can’t be left to 








others. He can have the generals put their 
forces to work gathering components for 
making spells or traps, actually make the 
traps and set them out in a selected area. 
But the overlord himself can design new 
spells and traps from available compo- 
nents—and even new monsters. These 
are created from combinations of old ones 
and prisoners taken in battle. One may 
also engage in interrogation of prisoners 
to discover what resources they seek, or 
to learn new spells. Some clan members 
yield to persuasion, but some require 
tougher, nastier means, and these are 
available. 

In Battlefield Mode (the sector close-up 
view), it is possible to select directly from 
the varied inventory of monsters, spells or 
traps and attack specific invaders indepen- 
dently of the generals’ setups. Indeed, the 
overlord may even join in the battle him- 
self, in arcade-like, hand-to-hand battle— 
but this should be left to the final desper- 
ate efforts to save the castle. If the over- 
lord is killed, the game is over. 

The literature from U.S. Gold promises 
that Dominus will be more addicting to 
play than Tetris. Possibly, but, whereas 
Tetris is essentially simple, with a quickly 
understood mechanic, Dominus is com- 
plex and daunting to the beginner, with 
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much to learn. Where they are alike is, 
as in Tetris the tiles eventually begin to 
pour into the well at increasing speed, so 
in Dominus the numbers of invaders 
increase to overwhelming odds. The dif- 
ference: in Dominus it is possible to win. 
It has to be! It’s a painful thing to see 
the fires blazing on the hill around the 
base of the castle, to see the smoke and 
flames pouring from its windows, and, at 
last, to see the tower explode and it all 
falls to rubble, as “Game Over” embla- 
zons the screen. B+ (Ross Chamberlain) 


TECH SPECS 


PUBLISHER: U.S. Gold 
DESIGNER: Visual Concepts 
SYSTEM: 5-005 

Battle Strategy 


THEME: 
HO SPACE: 28 
PLAYERS: 1 


LEVELS: 7 (difficulty) 


Zhirinovsky has seized the reins of power in the Kremlin, and he’s 
got his eye on warm-water ports.and rich oil deposits in the Persian 
Gulf and Indian Oceans. While the Kirov cruises toward Bahrain, and 
Typhoons prowl the Gulf, where is the United States? 

The 5th FLEET has arrived! Your’re'in command of a.U.S. Navy task 
force, with a full range of hardware at your command. Nimitz class 
carriers, with their Tomcats and Hornets. Ticonderoga-class cruisers, 
searching the seas and skies with powerful radar. F-117A Stealth 
Fighters and P-3 Orions support you from airbases. 


Available on IBM PC or compatible, 386 or better processor, 

2MB RAM, HD 3.5" Floppy, Hard Drive, VGA Graphics Card 
TMT & Monitor, Mouse, Soundblaster or compatible sound cards. | 
Sreater CD-ROM coming soon! 





THE FINAL GRADE 


The following chart details the 
thoughts and opinions of several 
different EG editors on some of the 
latest software. In the future we 
will feature quest 

reviewers from 

around the 




















Alone in the Dark I 
Arena Elder Scrolls B 8B 
Astro Chase 3-D 





























































































Sam and Max 

SerfCity === BOBO 

SimCity 2000 A At A 

Star Trek: Judgmentritts B+ B B A 
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SuperHero League Hb B 











Theme Park A- A- C+ D+ 
TeFighter =A A A Ae 
TFY: Tactical Fighter B- C+ C+ B 
Ultimate Domain = B+ B+ B+ - 





X-Com: UFO Defense A- A 








Sim Farm by Maxis offers up yet another 
builder game with a twist—farming. 
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Citadel of the Dead (Affiliate Venture 
Publishing/Macintosh). Wizardry fans 
will instantly recognize the core of this 
turn-based dungeon combat crawl. Four- 
character parties battle a variety of mon- 
sters in this streamlined approach to 





RPGs. Despite a good icon interface and 
colorful graphics, designer RJ Best’s 
debut is uneven. There are perspective 
problems which make it hard to tell 
where the party is in a hallway, and the 
absense of some minor, but crucial utili- 
ties hurts playability. € (Arnie Katz) 


Galf 2.0 (Microsoft/PC Windows) A year 
or so ago, Microsoft released the original 
version of Access Software’s Links: The 
Challenge of Golf in CD-ROM format. 
Now comes Golf 2.0, which offers the 
same game in floppy disk format. 

If there is anyone in the computer gam- 
ing world who is interested in golfing but 
doesn’t yet have Links, this will probably 
be your last opportunity to pick it up. The 
only problem: Links was eclipsed years 
ago by Access’ own Links 386 (with 
Links 486 on the way), and all the new 
course disks are being geared toward the 
upgraded models. 

Only for those users who feel a certain 
comfort at buying a product with the 
Microsoft name, adore Windows or are 
286 owners. € (Bill Kunkel) 


Sim Farm (Maxis/Mac) Ah, those Maxis 
Sim-folks have gone back to the earth, the 
plowing, the planting, the tending, and the 
harvesting—all without getting one’s 
hands dirty. 

Sim Farm lets wannabe Oliver 
Douglas’s (remember Green Acres?) 
indulge their agricultural itch to a 
fairtheewell, through the usual collections 
of multiple icons, menu selections, and a 
fairly transparent interface. 

The real problem here might be mar- 
ket—are there really that many frustrated 
farmers out there, trapped in the urban 
jungle, longing for the joys of exploiting 
the land? We’ll see... B+ (Bill Kunkel) 


FPS: Baseball “94 (Sierra/PC) The latest 
and most extensively feature-packed 


baseball simulation yet, this was produced 
by the remnants of the Dynamix sports 
team, and was originally scheduled as a 
Dynamix release, following in the wake 
of last year’s successful FPS: Football. 

For those who want everything in a 
baseball game—lots of stadiums, statisti- 
cal flexibility, control over everything 
from the weather to individual players— 
FPS: Baseball follows in the tradition of 
Earl Weaver Baseball (EA) and Tony 
LaRussa Ultimate Baseball (SSI). But, 
as usual with such games, attempting to 
be all things to all consumers leads to 
some decisions that are not grounded in 
reality. 

Purists, for example, may be dismayed 
to know that while stadiums can be 
moved to any of several dozen cities, the 
altitude of the stadium—the single most 
important factor in determining how 
many home runs are hit there—is never 
considered. 

For lightweight baseball fans with a 
control fetish, however, this should be a 
dream-come-true. B (Laurie Yates) 


PT Bout Simulator (Alliance Interactive/ 
MS-DOS) is the 1988 Digital Illusions 
program in slightly upgraded form. 
Changes include additional documenta- 
tion, such as “The Know Your PT Boat” 
booklet. 

Gordon Walton really knows his naval 
combat, and this World War II-era combat 
game is crammed to the roof with authen- 
tic military data and realistic encounters 
with hostile enemies. There are a total of 
45 missions in five theaters of action at 
five levels of play. A practice mode is 
excellent for honing the necessary skills 
and knowledge to prevent getting sunk on 
your very first patrol. 





On the other hand, 1988 was quite a 
long time ago as computer games are 
measured. PT Boat Simulator shows its 
old age mostly in its outdated and 
seeminlgy archaic graphics. The enemy 
ships are blocky and undetailed in some 
situations, and explosions are nominal al- 
together. PT Boat Simulator is still a 
good game, but not up to today’s best in 
visual appeal. (Arnie Katz) B- 
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SLAYER 


Have you looked under the bed lately? 


Slayer is many things. It’s a Doom- 
style, first-person shooter and a light- 
weight FRPG. But perhaps its greatest 
significance is as a signpost for the chang- 
ing nature of RPGs. After spending two 
decades educating gamers in what com- 
prises each of the major interactive enter- 
tainment categories, Slayer shatters most 
of the AD&D role-playing icons. 

Strategic Simulations, Inc., one of the 


industry leaders in defining the nuances of 


role-playing games, should certainly know 
what players expect in a game it labels an 
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RPG—especially when it wears the 
additional badge of AD&D. 

Yet Slayer is no RPG in the SSI tradi- 
tion—there is a single character, the action 
is real time, and users can even toggle hit 


points for a more traditional set of color- 
coded arcade meters. Slayer is a Doom- 
like program with superficial RPG trap- 
pings, a few character ratings, and level 
advancement. 
Not that there is actually anything 

wrong with Slayer. As a real-time, 3-D, 
hack-and-slash contest, SSI has created a 


solid and entertaining game. But first, the 
RPG aspects require examination. 

Players have the option of plunging 
directly into the game with a pregenerated 
character or using a series of options 
(race, class, alignment, etc.) in order to 
create a personalized adventurer. As a 
single-character adventure, gamers will 
want to be sure to select a persona with 
the talent, strength and endurance to sur- 
vive the many nasties that lay ahead. 

Generating characters is remarkably 
streamlined. While the selection of race, 
sex, alignment and attributes are open, a 
selection in one area does act upon others. 
For example, choosing a paladin—an elite 
warrior who battles in the name of truth— 
dictates both a human and a lawful good 
alignment. 

The inhabitants of Slayer’s world 
include dwarves, elves, gnomes, half- 
elves, halflings and humans. Dwarves are 
both artistic and ferocious. They appear to 
be stocky in build since they stand 








between four and four-and-one-half feet 
tall, and usually weigh-in at a well mus- 
cled 150 pounds. Genuine creatures of 
earth, they are able to resist spells and 
many poisons. 

Elves, inhabitants of the forest, often 
seem to be aloof and cold, especially 
when they’re forced to be around others. 
Distinguished by their delicate features 
and pointed ears, elves appear taller than 
the average-sized male human. Gnomes 
are probably the oldest race of practical 
jokers in existence. With a proven reputa- 
tion as enthusiastic pranksters, they are 
carefree and lively—unlike their dwarf 
relations—and can resist magic. 

Unfortunately, whether the player is 
cast as a runty halfling (no offense intend- 
ed to all those halflings out there) or a 
stately elf, the view is the same; putting it 





another way, there is no character-based 
line of sight. 

The mix of elven and human blood 
imbues half-elves with skills in a wide 
range of activities. They are, however, 
outcasts in both worlds since they are too 
short and heavy to be embraced by the 


Since this hybrid RPG/first-person 
fighting game may leave fans of both 
genres alone in the dungeon, the fol- 
lowing points are offered: 

* There is no story line. This may 
puzzle RPGers who are used to having 
a quest outlined for them. The intro 
does not set up the game, and even the 
ending is a bit bizarre: the character is 
engulfed in a beam of light and 
brought up to the heavens and the cas- 
tle disintegrates. (Hint: if players opt 
to continue playing with the same 
character, it picks up with all the 
points from the first game.) 

¢ This is a single-adventurer sce- 
nario. There is no party of characters 
who can balance out each other’s 
weaknesses. 

¢ There is only one save slot, so 
adventurers shouldn’t plan on keeping 
records of multiple characters. How- 
ever, do save, and save often. Since 


elves, while humans consider their slender 
build and elven features too alien to be 
acceptable. 

Halflings, while sturdy and industrious, 
prefer to avoid dungeons for the luxury of 
cushions and pillows. A bit smaller than 
dwarves, halflings have round, broad faces 
and curly hair; they are also plump, quiet 
and well liked by the other races. 
Extremely proficient with a slingshot, 
halflings also have an innate resistance to 
magic. Humans, while enterprising and 
materialistic, often risk their lives in 
quests for immediate, personal gain. 

There are six classes, or occupations, 
that the character can claim: clerics, fight- 
ers, mages, paladins, rangers and thieves. 

As with most RPGs, characters have 
three possible world views (lawful, neutral 
and chaotic) with three divisions of per- 
sonal ethics (good, neutral and evil). 

Each character brings a different combi- 
nation of strengths, weaknesses, talents 
and abilities. However, the ultimate falla- 
cy in combining an RPG with a first- 
person fighting game is made self-evident 
here. While characters are laboriously 
rated in charisma, constitution, dexterity, 
strength, intelligence and wisdom, the vast 
majority of these characteristics are entire- 
ly bogus! 

What difference does it make whether a 
character has a high IQ or is a halfwit? It’s 
the user who’s controlling them, and the 
user’s intelligence is all that matters. 
Except for purely physical ratings, such as 
strength, dexterity and constitution, which 
can be meaningful, all that business about 
humans tending toward self-sacrifice is 


gamers resume game play 
at the last save point, sav- 
ing frequently means that 
important items that were 
gathered will still be there. 
¢ One successful method 
of monster-slaying is to 
step forward, swing and 
step back. Once the timing 
is perfected, the character 
should be out of harm’s 
way when the monsters 
strike back. 
¢ Remember, the only 
treasure that must be col- 
lected is the gold key to 
advance to the next dun- 
geon. While it’s always 
good to get everything, it’s not neces- 
sary, so if it’s a choice between fight- 
ing an enemy to pick up a spear and 
making tracks for the exit, head for 
the door. 


nothing but elaborate hooey. Not only 
would any issue of self-sacrifice be 
addressed entirely by the gamer, since it’s 
a one-person party, who exactly would a 
player-character be protecting? Another 
member of a non-existent party? Once 
again the folly of mindlessly integrating 
RPG cliches with a new game genre is 
made painfully obvious. 

Game play is largely intuitive. Combat 
and spell casting generally involve the A 
and B buttons; opening doors utilizes the 
C button; while X pauses the game, and 
allows for other “camp” features to be 
accessed (save, load, inventory, etc.). 

Graphically, Slayer is not so impres- 
sive. Players can set the game speed, but 
the higher the speed, the more obvious the 
pixelation effects become, until at top 
speed the visuals become a muddy blur. 
At lower speeds, the monsters are well 
animated. The soundtrack is also quite 
strong; while there seem to be only five 
different melodies, they are well varied. 

Slayer PR hypes the game’s bloodcount 
(“You're not a helpless kid anymore. 
You’ve grown up...”) but the end result is 
amazingly tame. 

It is impossible to avoid the main issue. 
Slayer is not an RPG; it’s the equivalent 
of buying RBI Baseball ‘96 (Time 
Warner) and discovering that it consists of 
a game subtitled “Where in the World is 
Major League Baseball?” in which players 
traverse the globe seeking striking base- 
ball players. 

As an RPG, Slayer strikes out, but as a 
first-person action hack-and-slash, it’s a 
solid B+. (Laurie Yates) 


e The enemies are smart (monster AI 
is extremely well done and one of 
Slayer’s strongest features); for the 
most part they do not aimlessly wan- 
der, and will retreat if they are hurt 
too badly. 
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DARK SUN. WAKE 
OF THE RAVAGER 


Something new under the sun 


Dark Sun is TSR’s game world of 
mutated creatures amongst the harsh 
desert sands of Athas. All manner of char- 
acters wander through this bleak, barren 
place. It is also the site for one of SSI’s 
last AD&D-based fantasy RPGs, marking 
the end of a relationship that has boosted 
sales and interest in SSI’s and TSR’s prod- 
ucts. TSR plans to make its own games in 
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the future; SSI will continue with titles 
taking place in original worlds as well as 
other pencil-and-paper RPG worlds. 

Dark Sun: Wake of the Ravager picks 
up where Dark Sun: Shattered Lands 
left off and overloads players with better 
graphics, cinematics and sounds than ever 
before in an AD&D game. 

Among the strange monsters and even 
stranger people of Athas, adventurers can 
find treasure and hints of even greater 
glory and riches. 

Dragon of Ur Draxa and his assistant, 
the Lord Warrior, have decided to make 
Athas their home and have set their sights 
on the destruction of all those who oppose 
them. Players must survive many encoun- 
ters with danger and the traps and mon- 
sters set up by the Dragon and the Lord 
Warrior before they can raise their mugs 
high in success. 

Ravager is quite a long game (50-100 
hours) with a large plot, characters and 
miniquests within the context of a grand 
goal—the demise of these masters of evil. 

The interface is an enhanced version of 
the interface from Shattered Lands, with 
a few more shortcuts and options to han- 
dle those new things in the AD&D Second 
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Edition rules. At first look, the characters 
are much larger than those in Shattered 
Lands. Players move their party of char- 
acters through the arid land with simple 
point-and-click commands on the game 
screen itself. 

The same angled, overhead view is 
used for exploration and combat so that 
the game feels “connected” in all aspects. 
Although one character 
represents the party while 
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it moves around, there is 
an option to show all 
party members on the 
screen, much as the game 
does during combat. 

A click of the Dark 
Sun icon accesses all 
game interface com- 
mands. The interface 


S 
\ 


screens contain a lot of 
information (particularly 
the character screens), but 
it’s all useful to the com- 
pletion of the game and 
successful battles. Players 
will have to spend some time with the 
manual and in a test session or two before 
they get serious, but it’s time well spent. 

Ravager has extensive magic and 
psionic (mental powers) spells, with icons 
for each that players click to activate. 
Familiarity with these icons and the means 
to cast the spells is invaluable to success 
in combat and dangerous exploration. 
Ravager requires a bit more preparation 
than most other RPGs because it is so 
adherent to AD&D Second Edition rules, 
but the detail only makes the experience 
that much better. 

Ravager will dazzle any gamer with its 
speech, cinematics and colorful graphics. 
The sounds especially help create a sense 
of drama so necessary to draw players into 
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the game. Only CD-ROM games of this 
caliber offer such an extensive array of 
special effects and characters brought to 
life by actors. The large characters that are 





new to Ravager emphasize personalities 
more than in previous games, when some 
battles looked like a war of ants because 
the figures were so small. With a new look 
and emphasis on sound effects, emotional 
music and speech, Ravager reaches a new 
plateau of AD&D RPGs. 

Psionics are an important part of the 
Dark Sun world and Ravager in particu- 
lar. Psionics is broken into three disci- 
plines: psychokinesis, psychometabolism 
and telepathy. The first enables characters 
to use their mind powers to move or alter 
other objects and characters. 


TECH SPECS 


HO SPACE: 26 to 7G6INB 
PLAYERS: 1 
LEVELS: /A 


Psychometabolism allows the psionicist to 
directly control and alter his body to per- 
form stunts like adjust cells to cure dis- 
ease or graft weapons directly to his body. 
Telepathic powers attack the minds of 
monsters and other characters. Psionics 
are an unusual and exciting alternative to 
the standard fireballs and protection spells 
people have used for years. 

The world of Athas itself is vast enough 
so that players can enjoy some casual 
sightseeing before they get serious about 
the overall quest. Darksun: Wake of the 
Ravager will keep AD&D fans very busy 
until the final SSI/TSR game, 
Menzoberranzan, comes out. 

AD&D games have come a long way 
from the stodgy “gold box” interfaces that 
were released in droves for a couple of 
years. Ravager makes up for the past with 
a detailed, engaging plot in a challenging 
game that brings AD&D rules and game 
play into the CD-ROM era. B+ 
(Russ Ceccola) 
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as Be Harpoon CLASSIC CD is ready to give you 
hundreds of hours of naval warfare enjoyment. | AVailaEy, 
Alliance Interactive Software has updated and NewS: Macin, 



















combined all the original HARPOON products, miltingox 
added cool new features such as, air-to-air refuel- RP $4 


ing, forty-eight new scenarios, and an enhanced 
user interface, all to bring you the best of the best. 
You now have over 200 scenarios, all 4 BattleSets, 3 Designers Series 
and the Harpoon Scenario Editor on ONE CD-ROM (and yes it runs 
from the CD-ROM*). Over $300 worth of great naval simulation soft- 
ware, all for only $49.95 (MSRP). 


User frlendly interface atlaws you to 
view the big picture and individual unit 
information at the same time. 


Comprehensive database contains Stee 
détatled information Of Sensors, weapon 
Systems and platform capabilities. ci r= 
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Harpoon Designer Series #2 


“Best PC WARGAME” Game Harpoon Designer Series #3 


Players 1990 NEW! 


Approx. 2MB free on your hard drive required. Available at your local retailer or call 1-800-870-0920. For upgrade information Harpoon Senario Editor 
call Alliance Interactive Software at 1-305-423-4289. Harpoon is a Registered Trademark of Game Designer Workshop. E 

Harpoon Audio Visual copyright © 1988 by Applied Computing Services, Inc. Harpoon Computer code portions copyright © 800x600 graphics for 
1990-1993 by Three-Sixty Pacific, Inc. Harpoon Computer code portions copyright © 1994 by Alliance Interactive Software, Macintosh and Windows 
Inc. and Applied Computing Services, Inc. 


Alliance Interactive Software, Inc. ¢ 1859 N. Pine Island Rd. #103 Plantation, FL 33322 
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UiTiMmaTE DOMAIN 


Snacks for the power hungry 


There must be a tiny autocrat in each of 
us yearning to be free. What else could 
explain the wild success of the “resource 
management” games like SimCity 2000 
and Civilization? There is something 
powerfully addicting about having arbi- 
trary control over simulated minions. 
While a real world politician is subject to 





the compromises and half-measures which 
are part of a democracy, in the PC domain 
the player’s ego can reign unhindered by 
such trifles as personal liberty! 

All kidding aside, the latest title to 
exploit the conquer-a-world mentality is 
Ultimate Domain (UD) from Mindscape. 
(“Mindscape,” formerly the name of a 
division of Software Toolworks, has been 
adopted as the “hip” new ‘90s name for 
the venerable game publisher.) UD suc- 
cessfully combines elements of SimCity, 
Civilization and Interplay’s Castles IT. 

Unlike SimCity, UD comes with a back 
story that serves as a setting for the game 
play. It seems that a long time ago the 
benevolent King of Genesia was smitten 
by a beautiful woman who scorned his 
royal advances. To win her love he decid- 
ed to give her the magical “Seven Jewels” 
which he was sworn to protect. The gods 
were not pleased: the king and his civi- 
lization perished forthwith. 

The player’s role is to rebuild the once 
great land of Genesia to its former great- 
ness, and find and restore the scattered 
Crystals in the process. 

In UD, one faces competition in the 
quest to rule. Two other would-be sover- 
eigns seek the same end. UD lets the play- 
er face computer-controlled enemies or 
even play against real people at the same 
computer by taking turns. Game play 
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happens in seasonal increments: spring, 
summer, winter, fall. 

The primary resource is people, in the 
form of settlers. These settlers can be 
assigned various tasks needed to settle the 
initial plot of land given to each of the 
three “Captains” who seek to rule 
Genesia. Various jobs include farming, 
soldiering, woodsman, 
carpenter, architect and so 
on. The healthier and 
happier the denizens of a 
domain, the more settlers 
it will attract, and the 
greater the resources a 
captain needs to colonize 
new land. In turn, the 
more land that is colo- 
nized, the closer the play- 
er comes to finding the 
crystals and claiming the 
land. 

It all seems so easy. 
The trick is that, unlike 
the “sims” in SimCity, 
UD’s settlers aren’t par- 
ticularly bright. The player needs to 
micromanage the citizens’ behavior, reas- 
signing them different jobs from season to 
season in order for a community to grow 
and thrive. If they get sick or their morale 
is low, the settlers may not even do the job 
assigned to them. 

What makes UD fun is the great variety 
of variables with which a player must con- 
tend. There are numerous building types 
to construct in order to make the little 
society hum. Once some of these build- 
ings are constructed, the player can “go 
into” some of them to conduct the special- 
ized business each one represents. 

When players enter the barracks, for 
example, they’ll meet a captain of the 
guards that can help recruit soldiers. Up 
the stairs in the barracks is a barrister who 
helps the captain collect taxes. 

One of the more interesting building 
types is the workshop. Here a captain 
employs inventors to forward the 
domain’s technology base. Technologies 
are represented as a hierarchy of inven- 
tions. The inventors can’t create gun pow- 
der until they’ ve mastered the basics of 
chemistry, for example. 

The mastering of the various technolo- 
gies will do much to help the player reach 
the end goal, and is essential if he is to 
meet his neighbors in battle and emerge 
victorious. It will take some time and 


great skill before a captain sees the first of 
the Seven Jewels in his possession. 

Another interesting aspect of the colo- 
nization aspect of UD is when an adjacent 
plot of land has been settled, the captain 
must create an infrastructure of roads and 
transportation technology (wagons) to be 
able to share resources between the 
colonies. A good tip for players starting to 
colonize new lands is to place a “ware- 
house” building for each colony in abut- 
ting squares on either side of the border. 
This way, a wagon will be able to transfer 
materials back and forth between the two 
colonies without using up the limited 
“action points” that a wagon is allotted 
each season. 

The CD-ROM version differs from the 
disk version in limited ways. It offers a 
fancier opening sequence and rendered 
transition animation when entering various 
buildings. Gamers who don’t yet have a 
CD-ROM should get the disk version, as 
all the game play which makes this title 
worth playing is still there. Even if the 
gamer has a CD-ROM, if a store asks a 
premium for the CD-ROM version, give 
the diskette version real consideration. 

Annoying features include an overly- 
repetitive atmospheric soundtrack, such as 
the howling of wolves in the winter and a 





schlocky-sounding wind effect. Also, the 
interface could use a little tightening up to 
make the use of left-clicks and right-clicks 
with the mouse more consistent. But these 
are minor annoyances. 

Gamers looking for a “quick game” 
should look elsewhere as UD takes a lot 
of playing time to master, which is a plus 
in the game value department. Ultimate 
Domain is the next great land of conquest 
for all the virtual Alexander the Greats out 
there. Go out and conquer! B 
(David Gerding) 
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Multi-player are trademarks of The 300 Company. 


WinG COMMANDER 
ARMADA 


And the hits just keep on comin’! 


You've got to admit that when Origin 
finds something that works they stick with 
it (what’s Ultima on now, Part 26?). Their 
Wing Commander series, which debuted 
in 1990, has become a way of life for a 
segment of gamers who know more about 
the background of the Kilrathi Empire 
than the history of their own hometowns. 

Wing Commander Armada marks a 
new generation of technological improve- 
ment in the series. Wing Commander I 
& Il, Privateer, Wing Commander 


TECH SPECS 


PUBLISHER: Origin Systems Int. 
DESIGNER: Jeff Everett 
SYSTEM:  PC-{0 

THEME: Space Combat 

HO SPACE: 2 MB 

PLAYERS: 1-2 

LEVELS: I/a 


Academy, and even Strike Commander 
each displayed a logical progression in the 
smoothing and expanding of the role 
gamers played in the WC universe, from a 
soldier following orders (mostly) in the 
first two games to a freebooter in 
Privateer and con- 
science-ridden mercenary 
in Strike Commander. 
Now comes Armada, 
which throws in an ele- 
ment of strategy, the abil- 
ity to fight for either the 
Confederation or the 
Kilrathi, some brilliant 
new graphics and the 
long-awaited head-to- 
head option as well. 
Armada offers three 
basic modes of game 
play: Gauntlet, Armada 
and Campaign, all of 


which may be played solo against the 
computer or against a friend via modem or 
network, or split-screen on a single PC. 
While Single Player Mode is amusing for 
a while it becomes kind of lonely and 
repetitive very quickly. Multi-Player is the 
option that kicks this baby in the butt. 

In Gauntlet players fly a Confed or 
Kilrathi ship against 15 levels of enemy 
fighters. Each level has three waves of 
attackers and after each level a carrier 
appears on which you may land for repairs 
and missile replenishment. Needless to 
say, your chances of surviving the 
Gauntlet increase significantly when play- 
ing with a competent human wingman, 





despite the fact that communication with 
him is practically nonexistent. Alternately, 
pilots may choose the Multi-Player Battle 
option which pits them head-to-head 
against a human opponent in any of 10 
Confederation and Kilrathi fighters. 

Armada and Campaign Modes are turn- 
based strat games which involve 
exploring unknown space, mining raw 
materials from planets found along the 
way and building a fleet of fighters to 
destroy the enemy’s capital ship when you 
find it. Armada takes place in a single, 
randomly-generated sector while 
Campaign contains 11 predefined sectors, 
each with a set of opposing carriers. 

Players who remember Rainbird’s clas- 
sic Carrier Command will find them- 
selves in familiar territory, although here 
it’s not strictly necessary to mov 
carrier at all. The fighters are all capable 
of traversing the entire sector without 
refueling, and battle damage is repaired 
automatically after each victory. Oddly 
enough, once the enemy carrier’s es 
are destroyed it’s assumed that the carrier 
is doomed as well—an animated scene 
(one of the few in the game) shows it 
blowing up without the player even 
having to make an attack run! 

Wing Commander Armada is loaded 
with masterful little strokes. It’s obvious 
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that Origin got tired of 
hearing about how 
smooth combat was in 
Lucasarts’ X-Wing. 
done away with 
the blocky old flying 
bitmaps and rendered 
everything in RealSpace, 
texture-mapped polygons 
that look especially nice 
in the flashy new external 
rotational view. 

And, like X-Wing and 
TIE Fighter, the detailed 
but occlusive forward 
cockpit display may be 
toggled “invisible” for a 
maximized field of view while retaining 
essential combat and flight instruments. 
Direct hits on enemy ships produce elec- 
tric blue arcs of shield energy and your 
hand on the control column appears com- 
plete with kitty claws when flying the 
Kilrathi craft. 

Equally obvious is Origin’s commit- 
ment to making Armada playable in 
Multi-Player Modes. Set-up screens are 
simple and efficient and even include a 
personal phone book facility to store other 
players’ numbers for quick access. There’s 
no reason you shouldn’t be able to hook 
up successfully on the very first try. 


Uzi-ese. 
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Another nice touch is the ability to 
convert WAV files to audible taunts to be 
hurled at the enemy in the heat of battle. 
These custom taunts don’t affect the 
enemy’s attitude any differently than the 
default set but they’re fun to hear. 

Wing Commander Armada is an 
impressive “in-between” effort (much bet- 
ter than Wing Commander Academy) 
which, thanks to its Multi-Player capabili- 
ty, will continue to stand on its own even 
after the release of Wing Commander 
III. (The CD-ROM and floppy versions of 
Armada are identical, except for the abili- 
ty to play directly from the CD, which 
requires 8 Megs of RAM.) B+ (Scott Wolf) 





Operation Body Count™ Terrorists have taken ambassadors hostage in the new United 
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Nations Towers. They occupy 40 barricaded, trip-wired, booby-trapped floors. And if you're 
not busy wielding the power hammer perhaps you can coax them out with the 
gentle persuasion of a blazing Uzi, grenade launcher, or flame thrower. Capisce? 
Available on IBMCD-ROM. Featuring 3D animation, and modem and network 

play. Call (305) 373-7700 + (800) 468-7226 - BBS (305) 374-6872 


Software Creations BBS (508) 365-2359, 2400 Baud -(508) 368-7139, U.S. Robotics - (508) 365-9352, |4.4-28.8K. Operation Body Count and Capstone are trademarks of IntraCorp, Inc. 


Technology licensed from Id Software, creator of WOLFENSTEIN™ 3-D Wolfenstein is a trademark of Id Software, IncyAll Rights Reserved. 
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LOADSTAR 


Riding the rails with Rocket Science 


Rocket Science is one of the develop- 
ment companies most strongly associated 
with the Hollywood Game Invasion. 
When industry insiders talk about the inte- 
gration of filmmaking technology (and 
capital) with the electronic game business, 
they generally have Rocket Science in 
mind as a good example of the new breed. 

The debut product for the Rocket 
Science group is Loadstar: The Legend 





of Tully Bodine, for the Sega CD. As they 
say in the movie reviews, the production 
values—the quality of the sound and 
graphics, the backstory, etc.—for 
Loadstar are superb. Visually, this is 
probably the finest-looking product ever 
created for the Sega CD. True, this might 





not seem like the most exalted praise 
imaginable, but the look and feel of this 
game is on a level with the very best 
PC-CD and black box software. The full- 
motion video sequences are as good as 
Tomcat Alley’s, or any of the other well- 
produced Sega CD FMV games, and the 
game graphics are absolutely beautiful. 
The backstory is a necessary read 
before one can understand or evaluate this 
game. Set in the year 2103, it’s a time 
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when technological progress has enhanced 
the success of the human species while 
simultaneously threaten- 
ing to destroy it through 
the by-products of indus- 
trial waste. 

The only solution was 
to completely rezone the 
entire planet, with all 
future dumping mandated 
off-planet. The Earth 
would be, hereafter, 
residential. 

Next, all “disruptive, 
dangerous and polluting 
industrial processes 
(including agriculture)” 
were also to be relocated 
onto other planets or into 
vacuum-sealed canisters 
floating in outer space. (Shades of Silent 
Running!) 

Finally, in order to maintain the eco- 
nomic boom cycle, the rest of the solar 
system was opened up for commercial 
exploitation. This meant that human 
beings would be migrating to these new 
worlds in order to build up the new waste 
disposal technology while scarfing up any 
natural resources the planets, their moons 
and any nearby asteroids 
might yield. 

As the game begins, 
it’s been 80 years since 
these laws were first 
implemented, and 3 
billion humans are now 
living in these off-world 
colonies, building and 
maintaining everything 
from mining operations 
and domed greenhouses 
to casinos and theme 
parks. 

Movement around 
these planets, moons and 
asteroids takes place on a 
series of mag-lev (elec- 
tromagnetic levitation) rails. This railway 
serves as both the nexus of planetary 
transportation and as a sort of gigantic 
launch pad for launching a vehicle from 
one heavenly body to another. One week 
during each lunar month, conditions are 
such that, with the help of a small kick 
from solar power, the futuristic boxcars 
that ride these railways can attain escape 
velocity and set course for anywhere else 
in the solar system. 


The folks who own and pilot these 500- 
foot long space freighters are the human 
species’ last rugged individualists. Called 
Outrollers, they include Tully Bodine, the 
player surrogate and most famous 
Outroller of them all. Tully pilots the 
Loadstar, assisted by Mortimer, an 
onboard computer system with an attitude. 

Although at first glance Loadstar looks 
like an action-oriented contest with a 





strong strategic underpinning, the action 
itself is pretty tame. Running on a track, 
for example, provides the player with very 
little opportunity for steering, except at 
the switchbacks, where the player must 
often divert the Loadstar onto an alternate 
track in order to avoid a fatal collision. 
Loadstar: The Legend of Tully 
Bodine is a game in search of a film; 
there is so much plot, so many characters, 
and so much for the gamer to do that it 
will take most players many hours of 
game time before they develop a sense of 
familiarity with this extremely unusual 
product. This is no twitch game—players 
can’t even fire directly at other vehicles 
and obstacles until the third level. 
Whether this comes as a disappointment 
or a delight really depends on the player. 
While the edition of Loadstar being 
reviewed is not final, its depth is still 
apparent. Players looking for a quick- 
and-dirty sci-fi shooter will probably be 
turned off by the extensive detail and 
characterization. 
Come in with an open mind, however, 
and it may be the nicest Sega CD surprise 
you’ ve ever received. B (Bill Kunkel) 





© DESIGNED BY THE BEST: 
The award-winning creators of 
Chuck Yeager’s Air Combat™. 

© FIVE FIGHTERS: 

F-14 Tomcat, F/A-18 Hornet, 
F-22 Lightning II, A-7 Corsair II, 
SU-33 Flanker. 


© TOTAL IMMERSION: 

All the sensation of modern air combat 
with full texture-mapping, bit-mapped 
animations, digitized explosions, video 
briefings, and 4-track stereo sounds 
including spoken audio. 

© OPTIMIZE IT: 

Multiple graphics cptions and selectable 
resolution modes for MAX performance. 
© 4WAYS TO PLAY: 

50 Single Missions, Tour of Duty with 
Carrier Wing Command, Quick Mission 
Builder, Pro Mission Builder. 

© CHECK SIX? CHECK THIS: 

Rear view mirrors, automatic “Tracking 
view,” pop-up windows, multiple external 
views for maximum situational awareness. 


*Hi-Res Screens Shown. Actual Screens May Vary. U.S. 
Navy Fighters, The Air Combat Series, and Chuck Yeager’s 
Air Combat are trademarks of Electronic Arts. The Electronic 
Arts logo is a registered trademark of Electronic Arts. 
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An orphan prince dares a fateful quest 


In the land of clichés, the slightest 
spark of originality is like a revivifying 
breeze. Sometimes, video game publish- 
ers resemble the three 
goddesses in Greek 
mythology who shared a 
single eye among them. 
Except that in this case, Mo 
it’s the plot for a fantasy : 
role-playing game. 

The basic plot of Vay 
(pronounced “vie” to 
deflect any ethnically- 
based puns) could not 
possibly be less inven- 
tive. As Prince Sandor 
prepares to marry his 
love, Elin, metal giants 
attack Lorath 
and devastate the castle 
with their super- 
scientific weapons. The invaders from 
Danek kill Prince Sandor’s royal parents 
and kidnap Elin. 

As any veteran of interactive fantasy 
has already guessed, the only way for 
Prince Sandor to avenge his parents’ 
deaths and save the kingdom is to find 
five magical orbs. These are the keys to 





an alien power which the five great 
magicians once vanquished. With the 
five orbs, happy endings are assured for 
everyone. 

It would be wrong, however, to sum- 
marily reject Vay solely on this basis. 
Upon this unpromising foundation, 
Working Designs has built an entertain- 
ing, expertly-crafted, RPG adventure. 

Or perhaps “rebuilt” would be more 
accurate, since a less sophisticated 
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version appeared in Japan. Working 
Designs has done a clever facelift to 
bring some aspects up to the U.S. stan- 





dard. These include animated back- 
grounds during combat sequences, 
speech, two audio-oriented encounters, 
some flashier encounters, a few decent 
plot twists and an all-around graphics 
cleanup. 

That’s good, but the developer could 
have done even more. Forcing the player 
to watch the lengthy 
opening sequence at the 
start of every new game 
without any way to skip 
it qualifies as cruel and 
unusual punishment. It’s 
an attractive curtain- 
raiser, despite some 
shoddy writing, but 
once is enough. 

The prologue ends 
with a lot of programmed 
dialogue between the 
distraught prince and 
several other characters. 
It dissipates the momen- 
tum of the opening. The 
first interactive segment, 
Sandor’s attempt to get out of his own 
home, doesn’t help the excitement level 
much. Fortunately, things heat up quickly 
once the adventurer gets out into the 
countryside. 

Working Designs took risks with the 
art style. It is enriched animé/manga 
without the intricate detail and forebod- 
ing shadows that typify fantasy games. 

Whether this treatment is appropriate 
to the kill-heavy plot is another issue. 


The action in Vay is serious, but the 
cherry pastel color palette and tiny, car- 
toonish hero give everything an unsuit- 
ably lighthearted cast. 

A strategic map, triggered by the Start 
button, is beautifully rendered. It’s very 
useful practically from the start because 
Prince Sandor’s first mission is to find 
Otto the Wise to get the sage’s advice on 
how to save everything and everyone. 
Since Otto hangs out in a cave in south- 
ern Porath, the map avoids a lot of aim- 
less wandering and gets the hero into the 
thick of his quest. 

For a game with so much fighting, the 
violent encounters are a bit repetitive and 
bland. The enemies stand in a line with 
Sandor at the bottom of the screen, backs 
to the player. The combatants never get 
to close quarters in this symbolic repre- 
sentation. The sound is good in the com- 
bat sequence, but a few extra sonic FX 
would’ ve been welcome. 

The menu-driven control system, 
implemented as a series of pop-up win- 
dows, gets the job done. It takes almost 
no time to check character status, fiddle 
with the inventory, use items, cast magic 
and talk to the people Sandor meets 
during his travels. 

The technical sound quality is excel- 
lent, despite the apology for slightly out- 
of-sync speech in the design notes. The 





voice actors are all competent, though the 
narrator doesn’t have the resonance and 
presence that would have put across the 
big concepts. 

Sega CD owners, disappointed at the 
small number of titles available in 1993 
and early 1994, are finally getting a larg- 
er selection of games. Although Vay is 
flawed, its strengths merit a test-play 
from RPGers. €+ (Arnie Katz) 












WARNING 


Contains Mature Subject Matter 


DON'T GET CAUGHT! 


YOu’LL GET AN EYE-FULL OF EROTIC EXCITEMENT AS 
YOU PEER INTO YOUR NEIGHBORS’ SORDID LIVES IN THI 
INTERACTIVE AND WICKEDLY SENSUAL WHODUNNIT, VOYEUR. 
POLITICAL BLACKMAIL...MURDER...SEDUCTIVE INTRIGUE... 
YOU'LL SEE IT ALL. BUT WILL YOU ONLY WATCH—HIDDEN LIKE 
A TRUE VOYEUR—OR WILL YOU STEP INTO THE DRAMA TO VIDEOTAPE THE 
ACTION AND RECORD THE EVIDENCE? 
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THis PHituips CD-I HIT Is NOW AVAILABLE ON CD-ROM For IBM COMPUTERS AND IS 


COMING SOON FOR THE MACINTOSH. VOYEUR HAS THE CRITICS RAVING: \ 
“WOYEUR IS A SENSUAL THRILLER THAT REALLY PUTS YOU INTO THE GAME.” — ELECTRONIC GAMING MONTHLY 


“VOYEUR IS A MARVELOUS CREATIVE ACCOMPLISHMENT.” — COMPUTER GAME REVIEW 









“THIS GAME BRINGS OUT THE VOYEUR IN ALL OF US...AND TRULY SHOWS HOW MUCH 
FUN A MURDER-MYSTERY/INTERACTIVE MOVIE CAN BE. HIGHLY RECOMMENDED.” 
— COMPUTER PLAYER 
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The complete guide to 
close encounters 


Take heart, sky watchers. Even if your 
searches of the night sky for unknown vis- 
itors have been fruitless, this program will 
replay the sightings of the past so you can 
make up your own mind. 

UFO is a databank of documented UFO 
sightings, categorized by type of sighting, 
type of evidence and additional search 
parameters that should make it the 
UFOlogist’s perfect research tool. 

There are over 1200 sightings, on a 
timeline that extends from 1000 B.C. to 
the present. Most entries, of course, 
occurred since 1945. 

Four windows fill the screen. These 
hold the locator map, the event description 
and the event discussions. The fourth 
window holds whatever photographic 
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gullible or the sincere, 
there’s a remarkable 
amount of information 
here, and the varied 
search techniques make it 
easy to hunt for exactly 
what you wish. 

The user can click on 
one of the map markers 
to see that event. All 
sightings can be seen in 
date order, and clicking 
on any date displays that 
incident. Another search 
lists sightings by location. 

The Sightings 
Parameter settings make this a good tool 
for research. The user can set the timeline 
for the years desired. Most of the informa- 
tion databanked is between 1900 and 
1993. There’s a place to check Antiquity, 
to include listings prior to the 20th 
century. 

Sightings are further categorized into 
three types: Sighting, Sighting with 
Environmental Impact and finally, sight- 
ings that include Contact 
with occupants. 

The viewer can further 
refine the search for: 
Photographic Evidence; 
Death or Injury Involved; 


om Abduction Involved; 
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Psychic Phenomena 
Involved; Motion Picture 
Evidence; Multiple 
Witnesses; Multiple 
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and statistics about the number of sight- 
ings each year or geographically. An 
option to display all the videos available 
would be convenient. 

A further guide that qualifies the entries 
would have been nice. It would have been 
appreciated if somehow the viewer could 
choose to see the best pictures or read the 
most definitive reports. 

Another category concerning the expla- 
nations would have been an interesting 
way to reference data: I would have liked 
to locate all sightings that were unsatisfac- 
torily dismissed as weather balloons or 
swamp gas. 

There is a great deal of UFO 
information included, and many, many 
photographs of the curious phenomena. 
It’s interesting to see so many references; 
it reinforces the fact that a great deal of 
people have witnessed strange things. 

The photographs are impressive in their 
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variety. Admittedly, some hardly qualify 
as images at all, they’re so blurred and 
indistinct. On the other hand, some are 
clear, and they are the best testimony 
available to UFO searchers. 
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evidence is available, whether a still 
picture or a moving image. Both the map 
and the illustration can be zoomed larger 
or smaller to improve the view. 

The World Map has a red dot for every 
sighting. It’s interesting to note that 
France and England are almost solid red, 
as are the East and West Coasts of the 
United States. Either those areas are more 
popular with aliens, or the people are 
better at documenting sightings. Or, of 
course, maybe just more gullible. 
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The UFO Event 
Description provides data 
on each sighting. It gives the date and 
place, time of day, and the type of sight- 
ing. It indicates the number of UFOs seen 
in that encounter, the number of witnesses 
and the duration of the event. It also indi- 
cates the number of matches to the para- 
meters the searcher has established. 

One button moves to the last entry that 
matches the parameter, and a second 
advances to the next. If a photo is avail- 
able, the Display Image button appears. If 
there is a video, the Display Video button 
makes it happen. 

With this wealth of material available, 
some additional fields could have been 
valuable. For example, search parameters 
might have been included for those sight- 
ings that involved military personnel. 

It would have been nice if the program- 
mers had gone a step further, and provided 
some sort of on-disk reference, with data 


The videos are the most fascinating 
evidence. None of them are really great 
pictures, but there’s a sense of urgency 
about them that a still photo cannot 
convey. It adds a lot of veracity to the 
images to hear the voices of watchers as 
they remark on what they are watching. 

There are gaps in the information. I 
found no references to the events at 
Roswell, NM, nor any information about 
the mysterious Area 51 in Nevada that’s 
been the source of so much UFO specula- 
tion. Abduction stories were notably 
scarce for no discernible reason. 

Yet, the program itself is a hoot. It’s fun 
to use, simple to operate, and just the 
thing for serious or casual UFO watchers, 
or anyone who wants a little more infor- 
mation about these visions in the sky. If 
you’re a skeptic, it'll give you something 
to think about. 

If you’re a believer, it’s a “must-own” 
program. B (Joyce Worley) 


This one you won’t 
want to miss. 


I's been nearly three years in the making with a budget 
we won't even talk about. It employed a team of over a 
hundred people, including programmers, artists, musi- 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraft” 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland™ and The 
Bard’s Tale”, our goal was to produce a game every bit 


as innovative and unique. We think you'll like the results. 


Art and Stuff 
Graphically, the 
game is state-of- 
the-art stunning 
(we're a little 


biased but check 


out the screen- 





shots for yourself). 


We used a combination of live actors and computer 
generated creatures with Silicon Graphics environments 
and magical effects which were painstakingly rendered 
down to the finest crack, doorway and magical 
ifelaialias RSet 


The Game's 
the Thing 
A combination of 
iiceleliitelatel Mae 
relewaare Rolie 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with puzzle-solving, 
magic systems, character attributes and combat. It all 
comes together in a system that allows for quality story- 
=== _|elling combined 
with a powerful, 
yet easy-to-use 
control system 
(intuitive without 
being watered 
down). 








© 1994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 
The Bard’s Tale and Wasteland are trademarks of Electronic Arts. 





The Box, the Book and Story 

The packaging is every bit as cool as the game. 
Shipping in a special tombstone-shaped, hologram box, 
the package starts you on your quest “through dark cor- 
ridors, treacherous 
sewers and subter- 
ranean realms of 
faeries, magick 
and the living 

fo ctole Ma WYA'/eMl aXore| 
to throw a bit of 
marketing hype in — 
here somewhere.) Along with the skeleton hologram 





_ cover, you also get a limited edition, hard-bound 


Stonekeep novella by Steve Jackson and David Pulver. 


ii, “By Gamers. For Gamers.”™ is 
J 


Interplay’s slogan and 
Stonekeep is the kind of game 

we've always wanted fo play. 
It looks cool, sounds great and 
tells a good story. It’s one 
of those games you'll 
stay up playing until 
three in the morning 
on a work night. 
Basically, it’s just a lot 
of fun. 





A CD-ROM, Role-Playing 
valida rom Welare} sabialee! 
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The following chart details the 
thoughts and opinions of several 










latest software. In the future we 
will feature guest 
reviewers from 
around the 


country. 
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Police Quest: Open S. B+ 
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instructional information on plants and flowers. 
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Better Homes and Gardens: Complete 
Guide to Gardening (By Multicom for 
Windows/Mac CD-ROM) Is the bloom off 
the rose? Green thumb wilting? Bring the 
twinkle back into the black-eyed susans 
with this program. With a comprehensive 
guide for gardeners, with topics ranging 
from soil preparation to a gardening 
almanac, this program is excellent for 
novices and experts. The plant database, 
with its tips and techniques, and the 
instructional full-motion videos will be 
mulch appreciated by even a veteran plant 
terminator. A (Laurie Yates) 


NHL Hockey ‘95 (EA Sports/PC-CD) The 
EA Sports NHL series is perhaps the 
strongest sports franchise in electronic 
gaming. Each year, new features are added 
on—in addition to the previous year’s 
players and stats—making each new edi- 
tion a further step in the process of simu- 
lating the world’s fastest team sport in 
interactive format. 
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This PC-CD translation of the most 
recent video game versions is flawless, 
with the new play features—including 
drop passes, fakes and body blocks—and 
game options, such as GM mode, in which 
the user can trade and create players. 

This is, without question, the finest pro 
hockey simulation on the market. 
Wholeheartedly recommended. A (Bill 
Kunkel) 


Shadow (Tribeca Digital Studios/3D0) For 
those who are curious about just how bad 
a 3D0 game can be, we submit for your 
approval Shadow, a miserable Way of the 
Warrior wannabe that manages to miss the 
mark in just about every way imaginable. 

The digitized figures move stiffly, with 
far too few frames per animation, while 
the play action is so poor one is never sure 
whether they’re actually in Demo Mode 
or not. 

Even the backgrounds are a collection 
of generic images and displays inspired by 
other fighting games. 

Fight fans, stick with the Naughty Dog 
product, the blood flows much more 
smoothly—and so does everything else. 

F (Bill Kunkel) 





Sports Shorts (TWI/PC-CD) Obviously 
inspired by Dennis Miller’s insipid 
attempt at multimedia comedy, That’s 
News to Me, the Comedy Channel has 
now decided to get in on the CD act. 

Boasting “over 60 minutes of live- 
action video on CD-ROM”, this program 
boasts about as much interactivity as tele- 
vision—well, we could press this button 
to hear the sports joke, or that button to 
hear the political joke. And 60 minutes is 
not very much. 

Comics include the outrageously 
unfunny Adam Sandler and a bunch of 
much lesser-known funnymen and 
women, including Frank Santorelli, John 
Caponera, Janeane Garofalo, A.J. Jamal, 
Norm MacDonald, Tom Rhodes and Bill 
Scheft. Stick to TV. B (Bill Kunkel) 


Street Fighter Series (Hitech 
Entertainment/PC-CD) This is an interest- 
ing collection for those who managed to 
restrain themselves from buying the disk 
version of SF2. It includes not only that 
famous arcader, but the original Street 
Fighter (of definite historical interest). 

But the real bonus is the inclusion of 
Capcom’s classic Mega Man and Mega 
Man 3 games. All in all, quite a nice 
package. B (Bill Kunkel) 


Microsoft Complete Baseball (Microsoft/ 
Windows Multimedia) is a good electronic 
companion for the avid baseball fan. It 
doesn’t have all the stats available in a 
straight encyclopedia like Total Baseball, 
but its mix of stories, photos, sound bytes, 
history and numbers will satisfy the 
typical fan’s needs. 

The program works off a contents page. 
The user clicks on the appropriate icon to 
get an almanac, record book, team infor- 
mation, player data, a historical chronicle, 
trivia contest or connect to the Baseball 


1993 Season Summary 
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former Cub Greg Madduge (20-10, 
B ERA chunp and Cy Young Award winner~Steve 
Ba Avery (18-6, 294), and John Smolts (15-11, 362) 
SS) Madhur, the mayors” top wiaer over the last six 
BB years, was almost untouchable (12-2, 173) the 
late geang. wile Glaume posted tus third strug 


Daily download service that updates the 
statistics over the modem. Secondary 
icons within each area give access to relat- 
ed types of information. 

Within these limitations, this is a fine 
professional job of pulling together a lot 
of information about the National Pastime. 
Complete Baseball is very good overall. 
B+ (Arnie Katz) 


Everyone Wuo Pays 
This GAMEGETS A 


Toaster 


The Fortress of 
Dr. Radiaki is a thrilling 


adventure, mixing 










carnage with a sizzling 
sense of humor. 

You will confront 
scores of different adver- 
saries including sword wielding 
samurai, stealthy ninja warriors, 
robots with toasters for 
heads, mutated alligators and 
many more. 

You must use all your 
wits to find your way through 
the cavernous fortress and defeat 
the Machiavellian designs of the 
horribly deformed Dr. Radiaki. 

The Fortress of Dr. Radiaki is a 
landmark in computer games. You 
are free to move in any direction and 
blast anything that tries to do the 
same in this virtual reality, 3-D world. 
Backgrounds are rendered on the fly and 
unbelievably detailed characters move 
smoothly through the labyrinth. 

Enter at your : 
dof special happines 


own risk... : 
Tal bai ace ML he Fort 


you may 
never be the 


same again! 
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Actual screens may vary. For more information, please call Merit Software 1-800-238-4277. © Merit Software. © 1994 Future Vision and The Fortress of Dr. Radiaki 
are registered trademarks of Future Visionary, Inc. All Rights Reserved. All other names or trademarks are the property of their respective owners. 
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AMERICA’S 
CIVIL WAR 


The war between the states unfolds 
in an encyclopedic CD history 


TECH SPECS 





America’s history changed forever in 
1861, when The Civil War defined the 
destiny of the nation. No single event has 
had more profound impact and signifi- 
cance since the United States was formed. 

America’s Civil War-A Nation 
Divided explores the war between the 
states in encyclopedic detail, using every 
trick in the programming book. It reveals 
the events from Jan. 1, 1861, when South 
Carolina seized Ft. Johnson, to April 1, 
1866, when Congress declared the war 
over. 

Between those dates are over 2,300 
separate events, to be explored with maps, 
photographs, narrations, text and (thanks 
to authentic reenactments) movies. 

The learning potential here is remark- 
able. The war unfolds day by day, and 
reports chronicle the sequence of events. 
Each is explained in a paragraph or so of 
text, and most have photographs or narra- 
tions. There are even a few movies of bat- 
tles that do a good job of making the past 
live again. 

Elaborate search routines form the basis 
for personalized study, by event, narration 
script, date, name or key word. These are 
further refined by setting criteria: Tactics, 
Strategic, Political or Weaponry, and each 
of these categories contain a further listing 
of events to find. For example, the user 
can set the search to see, in date order, all 
political events that concern abolitionist 
activity, then further narrow the search to 
only those events that include a picture, 
sound or video. Of course the criteria can 
be expanded to include numerous parame- 
ters, or the historian can choose to see all 
the events in the order in which they 
occurred. 

A series of maps zoom in to show polit- 
ical borders, or out for a satellite view that 
shows natural features. Icons scattered 
around the map are clickable to bring up 
the event that happened at that location. 
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The pictorial icons show the type of event: 
Political, Indian, Blockade, Oratory, etc., 
and these appear on the map when appro- 
priate, as the timeline advances. 

Some tactical maps are included, but 
these are sketchy and reveal little of the 
human drama. It’s too bad that actual bat- 
tle maps were not included to provide 
some additional detail. 

The material is excellent. The program 
traces the war with a fair amount of detail. 
Students are certain to gain a good under- 
standing of the events, and the battery of 
photographs reinforce the learning 
experience. 

The few movie clips included (and it’s a 
shame there weren't more) are stirring; 
they dramatize the battles that they illus- 
trate in a way text could not do alone. 

The program seems ideally suited for 
history students, either in class or at 
home. History hobbyists may find the 





information a bit thin, but should still 
appreciate its organization. 

Yet, the program stops just one step 
short of excellence. Although everything 
included is good (even considering the 
bewildering number of icons), there are 
strange deficiencies. 

Unfortunately, there is little political 
commentary, nor analysis to explain the 
significance of each event. The bare bones 
history is illuminated by the photos, and 
the narration scripts provide significant 


commentary for 10 subjects. But some 
sort of data bank of explanations could 
reinforce the facts. 

There’s no file of statistics available. It 
would have been nice to be able to call up 
the number of participants, casualties and 
deaths for each battle, state or for the two 
sides of the great conflict. 

It’s disappointing that there’s no way to 
click on the map to see what events 








happened in a state with an explanatory 
history of its participation. 

The search routines could have been 
deepened with the ability to type in a key- 
word to locate all entries for that topic. 

The manual is also disappointing. There 
are 14 pages devoted to game play, with 
explanations of the icons, arrows and but- 
tons used in play. Several additional pages 
hold troubleshooting suggestions. But 
missing is the 
detail, the 
explanation 
and the pas- 
sion. The 
manual in 
educational 
program 
should have 
provided 
more meat. 

Yet, the 
end product 
is good, as 
far as it goes. 
The study of 
history may 
best be 
accomplished 
by programs 
such as this 
that give the student an opportunity to 
browse and explore at a self-regulated 
pace. It’s obvious that the design team, 
headed up by project director Hans 
Hallan, approached this subject with high 
regard for its seriousness. 

America’s Civil War-A Nation 
Divided is an outstanding effort that 
makes fine use of technology to help the 
student build understanding of this critical 
period of our nation’s history and the 
events that shaped it. B (Joyce Worley) 


AROUND THE WORLD 


In 80 DAYS 


Join Phineas Fogg & Co. for 
a dozen or so weeks in the clouds 


Roll out the silicon helium tanks and 
pump up that hot air cyberballoon, 
Electronic Arts is about to launch a virtual 
journey that Jules Verne, author of Around 
The World in 80 Days, could only dream 
about. 

Around The World in 80 Days is the 
newest of EA*Kids Creative Reader pro- 
grams. Designed as an enhancement pro- 
gram, it improves reading comprehension, 
decision-making, and storytelling skills 
for children ages 5-8. Better yet, it’s as 
captivating for children as it is whimsical 
for adults. 

In the company of the Paintbox Pals, 
young learners follow the story of Phineas 
Fogg and his pet monkey/traveling com- 
panion, Sidney, who float about the 19th 
century in a hot-air balloon, having adven- 
tures and meeting interesting people. 
Phineas and Sidney require the aid of the 
user to make decisions and alter situations 
in which the travelers find themselves, lest 
the escapades end in disaster. 

When assistance is required, the Series’ 
mascots, the Paintbox Pals (Sandy 
Hourglass, Sally Sprayer, Jazz Painter, 
Winston Whoosh, Nick Lead, and Mark 
Bookmark), are always willing to give a 
helping hand, so to speak (they don’t actu- 
ally have hands). Sandy and Mark are 
always accessible; but the others aren’t 
activated until Phineas and Sidney turn 
and look to the user for guidance. At that 
point, any of the Pals who have a potential 
solution will turn away from the story, 
face the user, and gesture wildly to be 
chosen. 

So, what distinguishes the Pals? Sandy 
Hourglass turns back the sands of time, 
and allows players to return to an earlier 
scene and change the story. Sally Sprayer, 
with assistance, dispenses magic mist 
inside an on-screen ring. 

Jazz Painter has a different “hue-point.” 
As he changes the color of objects, they 


are magically transformed into different 
objects. For example, in a Parisian Cafe, 
Jazz will change a woman, who is holding 
a tiny French Poodle, into a large version 
of the same canine breed. Winston 
Whoosh provides a clean swipe at a prob- 
lem; an oversized eraser, he’s great at 
finding hidden solutions. 

Nick Lead relies on the player’s sharp 
wit and steady hand. After selecting an 
object from a list of options, a connect- 
the-stars rendition of that object appears 
on screen to be linked together by the 
gamer. Mark Bookmark can be accessed 
at any point in the story. He serves as a 
resting point, which allows users to: save 
the story; exit the program; change to a 
different player name; alter the game 
setup; go to any scene in the story; replay 
the story to its current position; learn more 
about the countries Phineas is visiting; and 
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in which the countries are visited. Also 
from the map, children can choose the fun 
facts option, which provides cultural, his- 
torical, and geographical information. 
Around The World also utilizes the 
concept of Hot Words. These include for- 
eign phrases, names of famous landmarks 
and other special words. Hot words pro- 
vide contextual information that is rein- 
forced by the action on the screen, setting 





up a three-fold connection among the 
action, the spoken word and the text itself. 
When Phineas and Sidney travel to Spain, 
for example, they speak some elementary 
Spanish. This approach encourages lan- 
guage assimilation, vocabulary building, 
and improved cultural literacy. Also, the 
versatility of the Paint Box pals enhances 
replayability. 

Graphically, 
Around the 
World com- 
bines a heavy 
coloring- 
book outline 
and simpli- 
fied images. 
The color 
palette strikes 
a harmonious 
balance 
between 
bright and 
cheery versus 
overstimulat- 
ing. The ani- 
mations are 
delightful 
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return to the story in progress. 

However, lest Around the World 
become too overwhelming, and since 
Phineas must keep moving to beat his 80- 
day deadline, after a moment, the story 
continues on its own. Also, because there 
is usually more than one way to solve a 
problem, the chosen Pal may not come up 
with a complete solution. 

Sometimes world voyagers have a 
choice between two countries to visit. At 
this juncture, a map will appear on screen. 
This allows the player to select the order 


and add a 
special charm 
to the story. 

The program appears to be a bit crabby 
about soundboards; it failed to read the 
board in our testing computer, and the 
program promptly went into Crash-and- 
Burn Mode. Sadly, Electronic Arts also 
failed to respond to calls for assistance, 
which forced alternative solutions that no 
consumer should have to resort to. 

Overall, Around the World is a pro- 
gram that should grace any child’s library, 
especially if EA*Kids starts returning 
calls. B+ (Laurie Yates) 
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SCHOOLS GET TECH 


| 


The current thought in educational cir- 
cles is that high-tech learning may be the 
best hope for overcoming the education-— 
al doldrums. Tests and studies all agree” f 
that students respond well to the new 
teaching tools; now already strained | 
school coffers need only to come up — 
with the cash to start new programs. 

The Discovery Institute held a confer-_ 
ence to study the changes in education — 
brought about by new teaching methods. 
“Reinventing Education Through 
Technology,” held at the University of 
Washington, drew educators and indus: 
try heavyweights into dialogues about 
educational software, what kids need to 
learn to fit into the job market, new tech- 
nological solutions such as Networking, — 
and how technology for the schools will - 
be financed. “There are a number of = 
problems currently facing American _ 
schools that may be solved through the 
correct use of new technologies,” com- — 
mented Bruce Chapman, the director of 
the Discovery Institute. He added, “But — 
there are a number of questions and 
issues that need to be addressed belts: 
making radical changes.” : 

Sega of America also hosted a tae Bi 
“The Millennial Generation: Raising 
Kids in an Interactive World,” in New 
York City. Noted educators spoke abo 
the effects of the tech environment, 
video games and electronic toys, and 
how they influence brain developme 

Most school leaders are in agree! 
that the new educational technolog 


(a leader in programmable logic 
devices), provided advanced devel 


technologies, then we have 
ity to provide them with state-of- 
tools and training,” said Tim Col 
Altera’s development ons market 
manager. ~ 

Some of the schools that 
from the were Cal Po 
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Macheth (By Voyager for Macintosh CD- 
Mature Audiences) More than a study aid, 
yet less than a performance, this outstand- 
ing CD offers the user the chance to hear 
the Royal Shakespeare Company perfor- 
mance while reading the text, view 
QuickTime movies of key scenes, perform 
a couple of scenes karaoke style, study 
commentary, view art and more. Voyager 
had to cut back from its original plan to 
QuickTime the entire play, but it’s still the 
best way to study or just enjoy the Bard. 
This is a must-have for Shakespeare 
lovers. B+ (Joyce Worley) 


How Multimedia Computers Work (By 
Software Toolworks for PC CD-ROM all 
ages) There’s no better way to understand 
computers than by using one, and this 
excellent program gives a guided 3-D tour 
of the insides of the computer, with expla- 
nations of exactly how it works. It’s 
remarkably entertaining, even though the 
program’s real purpose is to educate. It 
may not ready you for the intricacies of 
DOS, but the 3-D animations, tour guides, 
special sound effects and Q&A turn even 
a rank beginner into a knowledgeable 
user. B+ (Joyce Worley) 


Race The Clock (By Mindplay for PC CD- 
ROM—Ages 2-12) The game of Concen- 
tration is revisited, this time in 12 levels 
for varied skills, and with a time limit to 
make play more interesting. Early levels 
match picture to picture; successful 
matches unveil a portion of a picture 
underneath the squares, and completing 
the puzzle shows the whole screen. Upper 
levels pair picture-words or word-word, 
and increase the number of squares, to 
help build memory skills. Animated pic- 
tures and spoken words add sophistication 
to what is, basically, a very simple 
program. f+ (Joyce Worley 


Victor Vector & Yondo: The Hypnotic Horp 
(By Sanctuary Woods for PC and Mac 
CD—Ages 8 and up) The third adventure 
of VV&Y sends Victor and his dog to 
Nero’s Rome to retrieve an artifact the 
despot is using to enslave citizens. Clicks- 
and-points lead the learner through the 
streets, even to the gladitorials, as they 
pick up and use items, and listen for clues 
from the populace. The comic-style art is 
tailored for youngsters, who’ll also pick 
up some Roman history and learn Roman 
numerals as they explore the interactive 
story. It’s not overstuffed with education, 
but then it’s not overstuffed with fun, 
either. B+ (Joyce Worley) 


Mavis Beacon Teaches Typing! For Kids 
(By Software Toolworks for PC—ages 5 
and up) The best typing teacher of all is 





now custom-tailored for kids, who can 
begin to learn even before they read. 
Young typists interact with an illustrated 
screen by typing the letters shown there. 
Special sound effects and animations, 
along with speech and a good music score, 
help hold the student’s interest. Lessons 
advance at the child’s own pace, and the 
six-disk program can track up to 20 kids’ 
progress. Typing is an important skill, and 
learning how to do it also helps reinforce 
reading skills, which makes this a recom- 
mended educational program. ff 

(Joyce Worley) 


Flying Colors (By Davidson for Macintosh 
— Ages 8 and over) This paint program has 
everything the would-be computer artist 
could hope for, from the basic paint-box 
with canvas, to exciting backgrounds used 
to build up illustrations. There’s a com- 
plete set of tools, including the normal 
paint brushes, color palettes, patterns and 
special effects, like geometrics and paint 
spray. There are also hundreds of stamps, 
including building blocks for architecture. 
It’s all good, solid stuff, but what sets this 
one apart is the ability to zoom in and out, 
flip and rotate, and even increase or 
decrease stamp images. There’s also scal- 
ing and brightness controls to provide 
interesting depth to creations. 

Gradients lend a depth of sophistication 
to drawings, and these are further 





customized in ridges, radials, or contours. 
A symmetry setting keeps things even, 
and a unique eyedropper tool makes it 
possible to duplicate the hue of any pixel. 
Text can be added for invitations, posters, 
etc. Child, Average and Advanced settings 
make it right for the whole family. A+ 
(Joyce Worley) 


[+ppax + 
(OPERATION 


aed 


GHT & BATTLE SIMULAT 


D-DAY, OPERATION OVERLORD and ©1994 Visgin Interactive Entertainment, Inc. and Rowan Software, td. Ml vights roservea. 
‘Virgin is a registered trademark of Mss Enterprises, Ltd. Photos: National Alt and! Space Muswum, Smithsonian tastitution. 





HOW VIRTUAL 
REALITY WORKS 


Joshua Eddings, Ziff Davis Press, 155 pages 
(softbound, $24.95) 





How Virtual Reality Works is an allur- 
ing title with the cover art to match. It 
fairly leaps out at you from the bookstore 
shelf. 

Once it is in your hand, a quick flip 
through the pages (which is about as much 
detail as most consumers go into in the 
store) provides reassurance that this book 
might contain some new and exciting 
information. Unfortunately, first impres- 
sions are not always accurate. 

With a layout that is virtually identical 
to that of the Time Life series of “how-to” 
books, one expects How Virtual Reality 
Works to be a tour de force inside an 
emerging technology. Instead, readers will 
find a disappointingly shallow treatment 
that barely scratches the surface of a deep 
and engaging topic. 

As such, a more appropriate title might 
have been “Virtual Reality for Dummies,” 
as has been done with other topics. 
Unfortunately, despite the somewhat 
insulting titles, those books still contain 
far more raw information than this breezy 
attempt at education. : 

The source of this failing has more to 
do with the structure adopted for the book 
than any other single element. The work is 
divided into seven parts and 23 chapters, 
all within the space of 149 pages, exclud- 
ing the Index. Further, of that rather slim 
total, a full 48 pages are either completely 
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blank or contain filler artwork. Not art- 
work that illustrates a concept with 
accompanying text, mind you, but mean- 
ingless designs cropped into square boxes 
on an otherwise blank page that claim to 
be chapter openers. It’s not even flash, just 
fluff to add weight to the book and “‘justi- 
fy” the exorbitant cover price in the minds 
of unwary consumers. 

Given that, it is not surprising that no 
particular topic within the work is given 
anything that even remotely resembles a 
comprehensive treatment. Consider some 
of the following examples. 

In Chapter Two: The Origins of Virtual 
Reality, the author has done nothing more 
than list a series of discoveries and devel- 
opments which might be considered pre- 
cursors of modern Virtual Reality systems, 
but does nothing to establish the linkage 
between these items (which span the 
gamut from Edwin Link’s 1929 Carnival 
ride to Nolan Bushnell’s marketing of 
Pong). 

Does a page and a half seem adequate 
to trace technology across 65 years? Mr. 
Eddings apparently believes so. 

In Chapter 13: Medical Applications, 
the author has a golden opportunity to pre- 
sent readers with illustrations of how 
upcoming Virtual Reality systems can 
alter their lives in more ways than just 
entertainment. Unfortunately, rather than 
capitalizing on this segue to greater appre- 
ciation of the technology, reader interest is 
frittered away in less than 1000 words of 
uninspired summarization of facts that 
have been widely printed elsewhere. 

After a time, readers will be lulled into 
the false belief that the author has no 
voice whatsoever in the work, only to be 
jolted back to reality when statements 
such as, “...most video games are based on 
violent activities” and “The more immer- 
sive simulations may have a negative 
influence on the player’s normal behav- 
ior,” appear out of left field. 

That’s the spirit, Mr. Eddings! Let’s 
promote understanding and appreciation 
of the potential of a new technology by 
introducing an unfounded fear of the 
unknown into the minds of neophyte 
readers. 


Does this mean that there is nothing one 
can gain by perusing this book? Well, no, 
that would be an unfair statement. 
Scattered amidst the ruins of a decent con- 
cept gone awry are several enlightening 
and well thought out two-page spreads. 

Consider Chapter Seven: How Input 
Devices Work, for example. The body of 
the chapter consists of a full page and a 
half of facts on the six degrees of freedom 
(of movement) and the various tracking 
systems that have been developed to repli- 
cate them. This exhaustive study is fol- 
lowed by a blank page, then one of the 
aforementioned two-page spreads. The 
latter duplicates some of the information 
in the former, and illustrates some of the 
concept by explaining the differences 
between mouse, wand, force ball and data 
glove control. 

This layout is well designed and 
informative in and of itself. Readers will 
recognize pieces such as these for what 
they are in other media: quick USA Today 
synopsis sidebars that accompany the 
main article. 

Here, however, there is no main article. 
Perhaps this was the intent of the publish- 
er, to cater to the audience of scanners and 
ignore readers. If so, then How Virtual 
Reality Works may find its audience, but it 
is also doubtful that any of them will be 
readers of Electronic Games. 

Beyond the failings of the author and 
the layout staff, one must also question the 
thoroughness of editing. Several blatant 
misspellings are evident in the work. 
Further, though there is an index, the 
inclusion of a glossary would have been 
beneficial as well. 

Regular readers of this column will rec- 
ognize that reviews as overtly negative as 
this one are a rarity. This does not imply 
that it is our policy to not say anything if 
we cannot find anything good to say. 
Rather, it is almost always possible to 
salvage some kernel of goodness and 
knowledge from most works that reach 
publication, despite their other flaws. 

In this instance, however, it was impos- 
sible to walk away from this book without 
feeling blatantly cheated. It is as if Ziff- 
Davis sought to produce a quick and dirty 
“rip-off” book on a current media darling. 
Frankly, there have been better O.J. 
Simpson books produced in under a week 
after those tragic events than this work, 
which, given the quality of other 
Ziff-Davis publications, should have been 
thoroughly researched and professionally 
presented. 

If you bought it, please take it back and 
request a refund. That is the only way you 
can send a message to publishers who 
value quick exploitation over quality and 
content. (Ed Dille) 


INICROSOFT SPACE 
SIMULATOR 


Rick Barba, Prima Publishing, 256 pages 
(softbound, $27.95) 
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The Official Strategy Guide! RICK BARBA 





In these days when the future of real 
space exploration seems uncertain, this 
book and the game it enhances, Microsoft 
Home’s Space Simulator, could help 
rekindle some of the excitement about 
mankind’s ventures beyond its native 
planet. Certainly, that’s Barba’s avowed 
intention, and his own enthusiasm and 
research imbue this text with much of the 
sense of wonder almost lost since the 
Apollo program shut down and the 
Challenger tragedy broke our hearts. 

Following the introduction and 
acknowledgments, the book is divided 
into two parts, each with three chapters, 
plus two appendices, a bibliography/read- 
ing list and an index. Part One devotes a 
chapter each to a history of spaceflight, a 
look at its mechanics, and a glance at sev- 
eral areas of reality-rooted speculation 
about future possibilities. Part Two offers 
three missions, each a lively tutorial in 
various elements of the simulation. Barba 
emphasizes that this book, part of Prima’s 
Official Strategy Guide series, is not a 
substitute for the manual, but a 
complement to it. 

In addition to excellent black-and-white 
illustrations on nearly every page, ranging 
from astronomical photos to charts and hi- 
resolution screen shots, there is an eight- 
page section of color art, including amaz- 
ing composite shots of the recent comet 
fragment impacts on Jupiter. 


The historical segment begins with 
Johann Kepler and Sir Isaac Newton, who 
between them formulated laws of physics 
on which modern astronautics depend. It 
goes on through the early 20th-century 
pioneering works of Tsiolkovsky and the 
experiments of Goddard, and on beyond 
the Apollo triumphs and Lunar landings to 
the shuttle era and the Voyager probes of 
the outer solar system. 

Chapter Two, titled “Basic Spaceflight 
Mechanics,” succeeds in making some 
complex information both fascinating and 
applicable to the armchair astronaut, 
including a look at the effects of zero- 
gravity on the real adventurers into space. 

Chapter Three, “The Future of 
Spaceflight: Fact and Fantasy,” looks at 
the planets of our solar system, with spe- 
cial attention to Mars, discusses the need 
for improved propellants and the theories 
that support trans-light speed travel. 

The mission chapters begin with “View 
Tools—Mission: Windows to the Solar 
System,” which covers the player inter- 
face: a windows environment that can be 
adjusted to emphasize the views into 
space or the data and controls. In addition, 
one can use professional video techniques 
to record the mission, a quick run around 
the solar system. 

The next chapter, “Flight Controls— 
Mission: The Pirate of New Phobos” helps 
the player learn to use the ship’s flight 
controls as it takes a Mars-based orbiter 
on a mysterious trip to Alpha Centauri— 
and an amusingly disgusting discovery on 
a Phobos-like moon. 

The final chapter, “Autopilot and Flight 
Computer—Mission: The Big Sling,” 
helps the player learn the ship’s computer 
controls on a journey to the center of the 
galaxy via a series of small missions, 
including the rescue of a meteor-struck 
freighter, a marvelous discovery, and a 
dangerous fly-by of a black hole. 

Science fiction blends with science fact 
and a whole lot of education, rendered rel- 
atively painless in this book by clear and 
to-the-point writing and Rick Barba’s 
obvious love for and fascination with the 
subject matter and the game. 

(Ross Chamberlain) 
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Net Games is the second title in a series 
of books on the Net published by Michael 
Wolff & Company. It will appeal to those 
for whom EG’s regular column, The Net, 
whets an appetite. It is designed as a refer- 
ence volume, beginning with 22 pages of 
FAQs (Frequently Asked Questions) about 
how to access the games to be found on- 
line, the services available and how to 
interact with others over the Net. Sidebars 
provide some definitions, addresses and 
specific how-tos. 

Six main parts are titled according to 
the types of games available, each with 
subchapters for more specific categories. 
For instance, under Part 1. Shoot-em-Up, 
there are 12 headings, including: Arcade- 
like Action, BattleTech & Mecha, Doom, 
Flight Simulators and Space Combat. 
Other titles are: 2. Role-playing & 
Adventure (18 headings), 3. Strategy & 
Classics (8), 4. Puzzles, Trivia & Word 
Games (6), 5. Personal Computer & Video 
Games (9) and 6. Sex, Hubs, MUDs & 
More (7). Each of these are introduced, 
further broken down where appropriate, 
and the games are listed with a descrip- 
tion, all the contact information, and 
occasional comments. 

Appendices include lists of hot game 
sites, game boards by area code, and 
Internet providers, plus a glossary and an 
index. (Ross Chamberlain) 
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AUDIBLE To THE OptiON Pass 


1994 will most likely go down as the “Year of 
Doom.” There are many solid reasons why Doom was 
so popular, but I think there’s an even more important 
reason why Doom is still so popular. It’s not the end- 
less carnage or the 3-D perspective or the gory sound. 
The reason I believe Doom remains so popular is due 
to all the options it presents to its owners: choice of 
difficulties, choice of input devices, choice of graphic 
detail, choice of weapons. But all these are entry-level 
options. More importantly, it offers endless opponents 
and partners with modem and network play. And most 
significantly, id (the developer) has gone to great 
lengths to share crucial information to allow anyone to 
create their own new, complete missions or to edit their 
saved game data. That’s one option commercial devel- 
opers have gone to great lengths to avoid. 

For more than 10 years I’ve fought hard to add more 
options to more games than I care to remember. It’s 
always been an uphill battle. Developers have often 
argued that options add too many complexities. I’ve 
always argued that options remove them. Why try to 
figure out every gamer out there? Let them set up the 
world for themselves. 

Difficulty levels seem to me to be a common sense 
option, yet they’re all too rare. Look at NHL Hockey 
for Sega & SNES. I remember sending EA a video of 
my friend scoring 80 goals in a single game and that 
was with 10-minute (vs. 20-minute actual) periods! 
Their response was typical. They set up the artificial 
intelligence for the average player who, they ironically 
said, was finding it too difficult. When we talked about 
adding difficulty levels, the response was that the aver- 
age player would find them insulting since they would- 
n’t be able to play at the “higher” levels. Frankly, I find 
it more insulting that you have no option once you 
“master” a specific game. There’s no reason why a 
game like this can’t be challenging for every level of 
player. 

While we’re criticizing NHL Hockey, another key 
point arises with their PC version. Serious owners who 
also happen to be programmers wanted to create utili- 
ties for the rest of the NHL PC fans to allow editing of 
the player data. When these programmers asked 
Electronic Arts for help with the structure of that data, 
on-line reps responded with no help. In fact, I was told 
by sources within EA that the developers of the product 
intentionally hid the data to keep such utilities from 
being produced. I can understand this thinking if EA 
had planned to release yearly data disks, but no such 
plans were in place. What happened instead was that a 
slightly enhanced version of the game was released 
with all the new player data. This forced everyone to 
re-purchase a game they already owned when the major 
feature was simply new data. 





The multi-player front is a new issue that will take 
time to fully evaluate. However, companies like 
Microprose have long been literally begged for multi- 
player versions of their games. Imagine how popular 
Civilization still would be if it had modem capability. 
Master Of Orion is another game that, while a winner 
in its own right, would be taken to a new level of 
fanaticism if it only had a modem play option. 

Contrast these examples with the ones set forth by 
Doom. One of the criticisms of the game was that it 
could be confusing to set up with anything other than 
the default options. id responded by releasing all the 
pertinent information necessary to allow qualified fans 
to create wonderful front ends for Doom. I started 
using one called Doom Control Center (DCC) early 
on and it further added to the enjoyment of the game. I 
highly recommend it. 
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iD Software's attention to detail and user options has 
helped Doom li become the mega-hit of 1994. 


I thought the release of Doom II would end my use 
of DCC, but id once again released all the necessary 
information, and a “Doom II aware” version of DCC is 
just about finished. It’s also because of this that Doom 
and Doom II can be expanded by user-created levels. If 
you haven’t encountered these yet, just call any BBS or 
on-line service. They’re all over. I’ve actually enjoyed 
playing many of them more than the original game 
levels themselves. 

This open sharing of information is too rare in our 
industry. Doom proves that users not only like options 
but prefer them. So next year, when I open the new 
games under my tree, I hope I won’t be tossing them 
into the garbage before New Years Eve. Merry 
Christmas. 
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by Rich Heimlich 

Heimlich is a noted authority on multimedia issues. 
The views expressed are his own and 

may not reflect the views of EG. 
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Atari, SEGA 


Well, it finally happened... 

On September 28, Atari Corporation and Sega 
Enterprises agreed to end a long patent infringement 
lawsuit filed in 1993. They also signed an agreement 
with one another to cross-license game software to 
each other. Atari and Sega placed a $90 million value 
on this deal. 

Under the agreement, Atari will receive $50 million 
for giving Sega worldwide, non-exclusive rights to 
Atari’s extensive library of patents, a number of which 
extend beyond the turn of the century. 

Sega also agreed to purchase approximately 4.7 
million shares of Atari common stock for a price of 
$40 million. 

Sam Tramiel stated that the money would be used 
for several things, including adding to their marketing 
position this fall. 

Both companies announced they would also enter 
into software license agreements for a specified number 
of games that would be made available on each compa- 
ny’s present and future platforms. 

In return, Atari agreed to drop all legal proceedings 
against Sega. 

So, what does this all really mean? Why would two 
major hardware manufacturers get together and share 
titles on their respective machines? Certainly, I have 
several opinions. 

First, Sega could use some of the monster hits that 
Atari is known to create. Atari Jaguar is a very strong 
machine entry and just needs more marketing clout 
behind it to stay in the running. With Sega moving to 
the 32X next year, it would be attractive to have some 
of Atari’s titles available for the machine. 

Next would come the ability for Sega to use these 
patent-protected technologies to possibly enhance their 
games in the future. Sega’s Virtua series of coin-ops are 
a tremendous success. I spent at least three hours play- 





ing Virtua Cop at the AMOA several weeks ago in 
San Antonio. Atari also had a superb cop game. With 
Atari and Sega sharing certain technologies and titles 
it can only mean more quality titles available for each 
system. 

The cartridge market for 16-Bit is dying. Only a few 
titles will reap the benefit of success going forward 
until the transition of the marketplace is completed to 
the new PlayStation, Ultra 64 (is this really a deodor- 
ant?) and Sega 32X upgrade. 





It is a good time for two of the major players to join 
forces and make more available for the marketplace. 

I wonder if any of the patents will be used against 
Nintendo? I don’t know. 

It would be interesting if Atari and Sega put out a 
new joint machine called Sari (pronounced “sorry”’). 

Maybe Sega will use this opportunity to produce all 
the neat, cool, Atari games of the early ‘80s that are all 
classics... I know we would all play new versions of 
the classics. We loved them then, we would love them 
now. 

What is certain is that Atari is getting a hefty amount 
of money to use in its new marketing efforts. Maybe 
the Jaguar will finally have a real chance for success, 
now that there is money available to fund a larger 
campaign. 

We, as consumers, will have more choices in the 
Battle of ‘95. Once again, the year 1995 will present 
to us a bunch of new machines—machines that will 
dazzle our minds and take us to new heights in the 
entertainment industry that we all love so dearly. 

I look forward to this year. I love the transition. I 
love the consolidation. I love great product! 

See you there. 
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Arcade Pro Joystick To Hit 
The Stores! 
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Serious gamers need a serious magazine like 
ELECTRONIC GAMES! 

No one beats Electronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES' critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam- 
ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell it like it is! 





cuuriuuaaminan tadaeeuameaeaemn | WANT TO GET THE MOST OUT OF GAMING - 
START MY SUBSCRIPTION TO EG TODAY! 


Get 12 Full Color Issues of EG For Only $23.95! Send Payment 
To: EG, P.O. Box 1502, Lombard, IL 60148-9623 


Name 
Address 


TEMA ACT Now) Se 


EXPLORING THE NEWEST.ROADS IND Payment Enclosed Bill Me 
¢lor 


Credit Card Orders: 
U Pi di 









































VISA MC 
Card No. 
Exp. Date 
Signature 














For Faster Service, Call: 


708-268-2498 


ary =< Make check 
i x Cl .0 oO or ust be e payable in U.S. 
. e . 2 fun sm ote pacitiba nk 


“ HEGM6 


See sichaiapaainaba aimee 


i . sajaligaligil 
ee Acaaeliasiieeris re 
9 + DUO + NEO geo « 200+ CO1* MABUAR © NINTENDO * paMe BOY * GAME [ae 


cTRONIC 
rinita 


— MONTHLY 


+ ARCADES 


lo lolpM e)(e M0) prexe) (eo) m@it10 (mem 4C7\ 84 
packed with In-Your-Face information 
and exclusive coverage of the hottest 
fe [=YeMe[elpnl-meles (ep elemere/amisrek 


So BENESIS * SEOA C 
Ses SUPER NES * 


EGM is the only mag loaded with 
Cjel=Jel[e] felt /mrelumiirel=le jellies ym (6 
nleleymelpleks' lao aela essere) 
your scores soaring! 






—F 





elie PiigleKePiginelslehulerrous Zi ine 


INSIDE: isfelesmelieh semvlelee fein) ttlele sere 
IVERINE « FIFA SOCCER 2 ine! Be the first f f le) pe 

WOLTER TER INSTINCT zine! Be the first to get every action 
RARACE DRIVIN’ Papin jejeles/¢=Je fj ejele[=nelsiVeselirey Yeluipelete)se)'/ 
yt peony TRUE LIES Weyzerflejiglej releles 
DOUBLEL)*? 9? vy 

ZERO THE 

SEAS. 


oS SPECIAL 
Ak e GUARTERMANN 
nore CHEAT oma 
Wht 


BECOME A VIDEO GAME V.1.P. 
& GET 12 ISSUES OF EGM & Q-LETTER! 


Get 12 issues of EGM plus Cheat Sheets for the special reduced price of $28.95! 
Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 















I LOMA Ke)’ exe lam (=olfamanleyicnc/eeeys 
the video"game industry thanever 
before with @.subscription. to ECM 
Bound-in with*your special copy 
of EGM you'll find incredible.game 





Name cheats trom the guru of gossip— 
Address faWelti- ac osmelmncXeleleliilearel| 
City I F ' 
State ZIP chargelAs.a subscriber. you, IL 

Payment Enclosed Bill Me have access fo information so 
Credit ea Orders: sae provocative can't even’get into 
Card No. —__ ECGMLOnly.2vartennann.can. 
Exp. Date déliver this kind of info. Don't 
Signature mi§s out! 

For Faster Service, Call Toll-Free: 

1-800-444-2884 


Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All foreign subscriptions via 
air mail only $100.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. 
(American Express money order, Citibank money order, or any other type of check or money order that would go through a U iS} 


branch bank.) All foreign orders must be prepaid. Please allow 6-8 weeks for your first issue. HEGM6 





PINHEAD Pirates, Auoy! 


and share them With your friends then we can 


A most remarkable letter arrived this past 
week: the ninth issue of The Game Copier 
Times. The title left little doubt as to the 
crudzine’s subject matter: The GC Times 
boasts that it is “the only fanzine devoted to 
the wonderful world of game copiers.” 

Let’s hope so. 

The pissant author of this hand-lettered 
screed, who we shall call “Copycat” for pur- 
poses of this article, is quite a guy. He exten- 
sively berates game editors like Ed Semrad 
for telling readers to report ROM pirates. (“I 
think this indicates that Semrad cares nothing 
about you gamers and only cares about pro- 
tecting the excessive profits of those pig game 
companies,” Copycat deduces.) He then calls 
down his almighty wrath by suggesting that 
his readers “boycott EGM and all its prod- 
ucts.” That kind of surprised me; if the guy 
was being ethically consistent, he should’ ve 
urged his readership to steal their copies of 
the magazine. I mean, a thief’s a thief, right? 
In for a penny, in for a Pentium, I always say. 

Copycat then continues on by explaining 
that magazines (like EG) oppose piracy 
because we “get [our] review copies for free 
and ... could care less if gamers have to pay 
$70 for a new game.” Copycat, on the other 
hand, would enthusiastically like us to believe 
that he operates purely from altruistic 
motives. Suuuuure he does. “I have given 
away over $10,000 worth of games I copy 
free to people who purchase games on disc 
from me,” he proclaims. What a saint— 
Copycat resells stolen property, then throws in 
some bonus freebies to his most beloved cus- 
tomers. 

Copycat seems to feel he has the world by 
its pin connectors: “I sell Super Nintendo 
games on disc for five bucks apiece,” he 
gloats. “What a great savings after the initial 
investment of about $350 for a copier. You 
can also rent games or borrow them from 
your friends and copy them.” Hell of an idea! 
While you’re at it, copy and sell their record 
libraries, videotape collections and, hell, 
maybe some small denomination bills. 

Finally, Copycat proclaims: “I’ve got real 
good news to report that there is now a com- 
pany with a real headquarters and showroom 
selling game copiers, not some guy out of his 
apartment like in the past. I suggest you all 
buy a copier from [company name]. And 
remember, copy as many games as you can 


all stick it to ... the greedy game companies. 
Power to the people lies in game copiers! Just 
remember the old American work ethic—the 
more you make the more you get for free.” 

There is so much relentless babble, illogic 
and downright hypocrisy in this trash, it’s 
hard to know where to begin. First, it’s steal- 
ing. Fine, but who is it stealing from? Just 
filthy rich game companies and their running 
dog magazine reviewers, according to 
Copycat. But let’s think about it: the money is 
really coming from the pockets of game cre- 
ators, whose advances barely cover expenses 
and whose entire profit comes from royal- 
ties—royalties which would disappear in 
Copycat’s world. 

Does Copycat think the average game 
developer lives in Xanadu? Certainly, some 
designers have done well, but they’re estab- 
lished stars, like Lord British, who have 
turned out best sellers for years. The average 
member of a development group probably 
earns around $30K. Compare this to what the 
artist/technician could earn in movies or TV, 
and you wonder why most of them are even 
in the business. The answer: they love games. 
They are doing what they enjoy, trying to 
make a living from their rare and special gifts. 

But Copycat doesn’t think these people 
deserve their slim royalties; he thinks you 
should come to him or some other parasite, 
hand over $5, and take the sweat of someone 
else’s labor without recompence. 

There are no shortage of ugly characters in 
this story, including consumer magazines that 
advertise “back-up” equipment for ROM 
carts, selling out their own industry for the 
price of a black-and-white ad page. Of course, 
devices for storing ROM data to disk have 
been around for years, but their only legiti- 
mate use is by developers. 

A final thought that might penetrate even 
one so self-involved and oblivious to reality 
as our friend Copycat: if your scheme works, 
game developers will be forced into other 
occupations. And then who’ll produce the 
video games to rip off? You? Yeah, right. 

[By the way, the names and addresses of all 
parties involved have already been forwarded 
to the SPA. Book ‘em, Danno.] 
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They're Not Just Games... 


The Eloer Scrolls __ 





. may well be the game that establishes the new 
formula in CRPG’s.” 
—Johnny Wilson, Computer Gaming World 


“TES: Arena surpasses all other role playing games 
in depth and realism! A must buy for RPG fans!” 
—Russ Ceccola, Electronic Games Magazine 


“..-@ must-have, huge role playing adventure. 
TES:Arena is the best RPG of the Year.” 
—Strategy Plus Magazine 
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“One of the best flight sims | have ever seen.” 
—Steve Honeywell, Computer Game Review 


“there is nothing out there on the market that com- 
pares ... or even comes close” 
—Fd Dille, Electronic Games 
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3DO”™ ona TY, you 


If you've seen 


ain’t seen nothing 
yet. Introducing 3DO 


Blaster” - the ultimate 





game platform for your § 


PC. 3DO realism and gameplay on a single expansion card. 8 Now you can experience thousands of col- 
am 


ors, 64-million pixels per second animation and full-motion video on your high-resolution PC monitor. 
Without taxing the power of your PC. 8 A 32-bit RISC chip and twin graphics 
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processors do all the work. Along with a Digital Signal Processor (DSP) that supplies 


CD-quality stereo (requires a 386/20 or higher PC, Creative Labs CR-563 CD-ROM 





drive, Sound Blaster” with CD-Audio connector and speakers). 8) Included with 3DO Included are mind- 
3D 0} warping, best-selling 
Blaster are two of the hottest 100+ and growing 3DO titles. In SHOCK WAVE": The Sci oe oe 


Fi Movie Experience, you'll defeat alien hordes by flying combat missions over photo-real- 
istic locations from L.A. to the Amazon. 20+ minutes of Hollywood-style video is woven 
into the action. 8 In Gridders’ you'll join Zack 


1s Do} 
and his cybernetic dog, Fidex”, as they outsmart the killer Gridders to 





learn the terrible secret hidden in the depths of a factory. The deeper you 
go, the more complex the interactions become. 8 So what are you waiting for? Call 800-331-137 ext. 


sD} 
501 to order your 3DO Blaster today. Or for more information or the dealer nearest you, call 


us at I-800-998-5227. 8 But remember, you need sleep. And food. ( [R re ; IVE. 
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Suggested retail price: $399.95. U.S. inquiries: Creative I abs 800-99) 408-428-6600. International inquiries: Creative lechnology Ltd., Singapore. TEL 65-773-0233 FAX 65-773-0353. Sound Blaster, 3DO 
Blaster and the Creative Logo are trademarks of Creative ‘Iechnology Ltd. All other trademarks and products are the propery of their respective holders. “Copyright 1994 Creative ‘Technology Ltd. All rights reserved. 





ire) Order, Calh1-800-331-1371. And Try Not T6 Scream. 
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